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INTRODUCTION
Welcome to the dark future of Warhammer 40,000.

Warhammer 40,000 IS far, far more than Just a game. It IS
an engrossing and fulflhng pastime that allows you to
collect and paint armies of Citadel miniatures and then use
them to fIght labletop battles.

Warhammer 40,000 15 set In a savage future age where
Mankind must battle for sUMValln a galaxy men by
desuuetJorl and bloodshed It IS a tIme when the power­
armoured Space Marines and the uncountable numbers of
the Impenal Guard must stand against the slavenng heroes
ofarlE!f'lwa~

The Warhammer 40,000 game puts you In command of a
futUristIC army of Infantry squads. powerful fightJng
vehicles, mighty heroes. and even rnoostroos ahen
creatures. These armies of miniatures do battle over your
tabletop, floor, or any area large enough to contain the
warnng forces.

You will have realtsed by now that Warhammer 40,000
differs from normal games. There are unlimited possibilities
and players must be prepared to expend time and effort
collecting, assembling and painting their models and
setting up their battlefields. If all this sounds like hard
work, you're right - It Isl Glory on Ihe battlefields of the
far future IS nol won lightly.

Creatlng the magnificent spectdcIe of a fully palmed army
IS an accomplishment one can be rightfully proud of. Once
you've taken part In a ttghtly contested baltle between
well-painted miniatures ragmg across fully modelled terram
you'll be hooked. And you'll be JOIning a community of
thousands upon thousands of garners across the world. If
you are anything llke us, you WIll soon be spending
endless hours thinking about what 10 collect next,
deciding how to paint your latest model, and devising
game-winning tactics for your next battle.

iv WAR HAMMER 40,000: IntroductJoo



GETTING STARTED
Newcomers may find this weighty tome and the sheer
scope of the game somewhat daunting, but there is no
need to worry. Only the lirst third of the book concerns
the rules, and many of those deal with special models or
Situations that you won't need straight away. The rest of
the book willlell you about the 41 st Millennium - the
beleaguered Imperium of Mankind and the desperate
battles it fights against enemies both from without and
from within.

Additionally this book will introduce you to the other
aspects of the Warhammer 40,000 hobby. We'll take a
look at how you can get staned collecting and painting an
army. The book is packed with showcase miniatures
pdlnted by the world famous 'Eavy Metal learn, as well as
plenty of player's armies for reference and inspiration.

Finally we show you some ways you can take your games
further. You'll find lots of information on creating theme<!
battles and awe-inspiring alien battlefields, on how to link
your battles together to form a campaign that decides the
fate of entire planets, and on how to run a tournament to
prove you are indeed the galaxy's best general.

A NOTE TO EXISTING PLAYERS
Those of you who are familiar with previous editions of
Warhammer 40,000 can be rightfully excited about the
book you now hold. There are dramatic rules changes that
add to the challenge. without sacrificing the game play we
know and love. Now your warriors can advance more
quickly, go to ground, make off-table outflanking moves,
and tanks can ram other vehicles. Close assaults are more
brutal but missions are more objective-based, so it may not
be enough to merely slaughter your foe. You'll also find
new background and stories alongside classic history. The
book is packed with lavish artwork, bailie diagrams, galaxy
maps and an extensive time-line of the 41 st Millennium.

TO BATIlE
True heroes are recognised not by
their medals, but by their scar>.
So muster your armies
and prepare for war - the
dark millennium awaits.

Encased in power armour and firing
deadly boJtguns, Space Marines

defend the Imperium of Mankind.

WARHAMMER 40,000: IntrodUdlon v



WHAT YOU NEED
AN OPPONENT
Between you both, you will need the things
shown here In order to play Warhammer 40,000.

Dice
The game uses ordInary six.-sided dICe to worIc.
out combat results. It WIll be handy to have
qUIte a few. Including some that are different
(0Ioor5. In addition, you will need Cl $(alter
dice, which is used to determine random
directions. This is explained on page 2.

Rulebook
The rules are also available in Cl pocket-sized version
found in the Warhammer 40,000 Assault on Black
Reach boxed set.

Tape measure
A tape measure or some
other measuring device
marked in inches is
required to measure
movement distances and
the ranges of weapons.

Terrain
You can play WIthout terrain,
but addmg It makes the
game even more exciting.
We've set up our battlefield
with elements from OUf

Citadel terrain range.

learning the rules
The easiest way to learn is undeniably to have someone
show you hO'N to play. If you can get to Cl Games
Workshop store, then the staff WIll be happy to give
you an Introdudory game. Getting Cl fnend to teach
you is another good Idea. If neither of these IS possible,
then have Cl look at the Overview of Play 00 page xii
and then skim through the first few sectJons that cover
moving. shooting and assaulting (more complicated
things like tanks and heroic characters can be added
later). After this, we suggest getting stuck in to a
battle, looking up things you're unsure of as you play.
The goal is to have fun, so don't worry about getting
everything exactly fight sualght away. Even long-time
garners are constantly fmding nuances of the rules and
different tactJes, as well as developing thelf painting
skills and dISCovering new facets of the background
and hIStory of the Warhammer 40,000 unIVerse.

vi WARHAMMER 40,000: What you need

BATIlEFIELD
This will conSISt of a table or some other surface,
and some terram. When you are startlng out, a few
books will work fine as hills, whilst cereal packets Of"

the like will make perfectly good buildings.



TWO ARMIES
To Slan with. aim to have roughly even numbers on
each side. Working out a fair match-up is covered
over the page.

'" • mocIeJled battlefleki, created by an expenenced
~ milker; makes for a spectacular game.

Painting your models is a lot of fun. and will make your
battles look much more impressive.

Pen and paper
This will be handy to note
down damage to vehicles.
heroes that have been
wounded or any other
details that you need to
remember dunng a battle.

Templates and blast markers
Some weapons, such as flame throwers and missiles,
affect a large area and can wound many enemy troops
at once. These are worked out using templates or blast
markers to decide which models are hit.

HELP ON THE WEB
You'll find mformatlon on just about every aspect
of Warhammer 40.000 on our website:

WVIfW.games-workshop.(om
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BUILDING AN ARMY
It is time to take your place alongside the defenders of
humanity - the mighty Space Mannes and the ranks of
the Impenal Guard. Or. if you dare risk the wrath of the
mysterious InquiSItIOn, JOin the insidious forces of
Chaos - tr.lItors every one. Perhaps you will side With
one of the many ahen races poISed to ravage the
Impenum of Man - the barbanc hordes of the Orks
that mfest the galaxy, the enigmatic Eldar who look to
sacnfice other races to save their ()INfl, or even the
monstrous Tyranlds whose voracious swarms consume
entIre planets.

To play Warhammer 40,000 you will need an army - in
other words a collection of Citadel miniatures. An army
can be almost any size - from a small force of three or
four squads. to a massIVE! horde. It is qUIte posSible to
play Warhammer 40,000 WIth an army that ConSISts of
every model you own, even If the walT1Ol'S are from
different races. However, most players SOOf'I deCIde to
collect one partKular army, such as Space Mannes or
Orks, because they love the miniatures, the background
history, the way they fight, or all three!

viii WAR HAMMER 40,000: Building An Army

COOEXES
Once you have chosen which army to collect, it is a
good idea to get hold of the Codex. Each army has a
Codex - Its own dedicated book, which contains In­
depth background details and complete rules for all the
models in the force, along WIth theIr weapons and
wargear. Codexes also contain accounts of great heroes
and famous battles, a shovoKase of miniatures, and an
army list that WIll help you to pICk an organIsed force.

POINTS
Warhammer 40,000 uses a system of points values that
allow players to fight evenly matched battles. Each
model is given a points cost that reflects its value in the
game. For example, a single Ork warrior costs 6 points,
while a mIghty Space Marine land Raider tank costs
250 points.

...~tII...c Each army has a
large range of
troops. chdraeters
and vehICles, as
well as Its own
Codex to help
)'OU Of9anlse
your CollealOfl

into a cohesive
f19hrmg force



PICKING A FORCE FOR BATTLE
When arranging Cl battle. players agree on Cl particular
points limit for each side - 1,000 for example. This
means that a force of powerful, elite models will be
qUite small, while an army of weaker models will likely
outnumber the enemy. Whatever you choose within
this total. the battle will be a fair match, decided by
good tactics and a little bit of luck.

The army list in each Codex gives the points cost for all
the models in that army, as well as the many optional
upgrades such as squad leaders. special weapons and
other equipment. The army list also provides Cl structure
that helps you to create an effective fighting force. For
example. every army must have Cl leader such as a
Space Marine Captain or an Ork Warboss. Within these
parameters there is a lot of freedom, and once players
have a sizeable collection of miniatures, they have the
option of picking exactly which troops to use for each
battle. Some gamers really enjoy this process of coming
up with new force 'rosters', spending hours working
out different combinations and planning cunning
tactics before they even reach the battlefield.

This Space Manne force has been chosen for a 1,000 point battle.

~ These miniatures were
left out of the force for
this particular game,
Having extra models
means that you can
change your army to try
out different tactics and
combmatlons.

With a calculator and a
Codex. th;s Space Marine
player plans out an
unstoppable battle force.

J
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FIGHTING A BATTLE

, A Tau EmPlrf.' force faces a Tyranid swarm
011 a beautIfully modelled battlefield Each
army totals /.500 points - dhour right for
an eYefIlng'S garrtf.'

SIZE OF GAME
The size of a Warhammer 40,000 battle is
determined by three fadors - how many models
you have to choose from. how much time you
can dedicate to the banle. and what type of
game or mission you plan on playmg.

Generally speaKing, In a small game of
Warhammer 40,000 each player has an army of
benveen 50(). 1.000 points. To play OUI a standard
mlSSlOl"l for a game of this size Will take about an
hour Medium-sized matches of between 1,000­
2,000 POints usually take an evemng to finish.
Large battles of over 2,000 points can tak.e all day
or e'Ven longer.

Very expenenced (or plain ambitious) players will
E'\'eI'l play matches of enormous size with added
lJI"lIQue mISSIOn rules. These massive battles may

• a~ end or longer and will almost certainty
reau re a gamlt1g .space where models can be left
SW1d ng CHef night!

II WARHAMMER 40,000: fighting A Battle

, A rnassM! game WIth 5,000 points per
side, played on an extr;rlarge rabk ­
an all-day bdrtJe!



~ A multl·player
bash, usmg 1.000
potnts each. The
WII'lneI" gets free
dnnks an mghtl

.. For your first few gomes,
usmg a small army will
keep things manageable.
ThIS small force is
composed of a Space
Marine Chaplain and a
Tactical squad - rooghty
250 pofIlts-v.orth.



OVERVIEW OF PLAY
MODEL PROFilES
All models have a profile similar to the one shown
below. representing their abilities within the game.
The different Characteristics (Ire explained briefly
on these pages (see page 6 for more details).

WEAPON PROFilES
Weapons also have profiles to lell you their range,
Strength, armour piercing value {APl, the number of
shots they fire and any special rules they
have (see page 27).

WSBS S T W I AldSv
Space Marine 4 4 4 4 1 4 1 8 3+

TAKING TURNS
Each game is played out over a series
of turns, until one player achieves
VictOry and 15 dedared the winner.

Infantry movement
Infantry can mOlle up to 6· In the Movement phase
(see page 11).

•

Special
Rapid fire

Range Strength AP
Boltgun 24 4 S

Independent characters
The Space Marine Captain and Ork Warboss
are mighty individuals who do not need to operate
in squads (see page 47).

Terrain
Terrain (an offer (over from enemy fire (see page 21)
but also slows movement (see page 13).

Both players alternate taking their
turn. First one player moves, shoots
and assaults with his army. Once he's
finished, the other player does the
same with his own army.

Squads
Models are organl5ed Into squads. commonly of
5 or more modek Each member of the squad must
stay Within 2 of a squad-mate at all times.

WS Weapon Skill
as Ballistic skill

5 Strength
T Toughness

W Wounds
I Initiative

A Attacks
ld leadership
Sv Armour Save

•THE MOVEMENT PHASE
In the Movement phase, your squads
(an manoeuvre around the battlefield.

xii WARHAMMER 40,000: Overview of Play



THE SHOOTING PHASE
In the Shooting phase, models can shool at enemIeS
they can see. A dICE' IS rolled for each shot to
determine the outcome

Roll to hit
Models use their BallIStIC Sk.111 (8S) to determine thelr
chances of hitting. Space Marines have a as of 4,
which means that they always hll on Cl dICe result of
3 or more (see page 17).

Roll to wound and save
Any models hit by shooting have Cl chal1Cl' to be
wounded, according to the Strength (S) of the
weapon and the Toughness (T) of the model hit (see
page 19). Models that are wounded normally have
Cl chance 10 make Cl 'saving throw', to represent their
armour saving them from the shot (see page 20).

Deffkoptas
Ridden by Orks, Deffkoptas hover over the ground
and speed towards the enemy. They use the rules for
Jetblkes (see page 53 for more information).

.,-------­
THE ASSAULT PHASE
In the Assault phase, squads WIthin 6' of the
enemy can charge Into dose combat (see page 33).

Striking blows
In an assault, models from both SIdes strike In
ImtJalM! (I) order using lhelf Attacks value (A)

to determine how many tunes they strike. How
easily models Inflict hits on each other IS determine<:!
by companng their Weapon Skill (WS).

Close combat attacks have a chance to cause wounds
according to the Strength (S) of the model striking
blows and the Toughness (T) of the model being
struck, If wounds are caused, saving throws (Sv) may
be taken and casualties removed (see page 39).

CASUALTIES
Each model can take a certain number of Wounds
N{) before It IS slam and removed from the table.
Most models only have a single Wound, although
heroic IndIVIduals and large monsters may have more
(see page 26).

Morale
If a squad takes too lThlny casualtIeS. It must take
a Morale test using Its leadership (ld). If the test
is failed, the squad WIll retreat towards the edge
of the board (see page 43).

Dreadnought
VehICles have different rules to
other models (see page 56).

THE NEXT TURN
Once the Space Mannes have completed their
Assault phase. the Orks take their turn, workIng
through the Movement, Shootmg and Assault
phases In the same way.

WARHAMMER 40,000: Overview of Play xiii
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THE RULES
This section starts with the basic rules as they apply to the most
commoo type of model - infantry. This means you can learn how 10
move. shoot and assault with your troops and quickly get playing a
banle. without having to read for hours first. As soon as you have a
grasp of the fundamentals, you can introduce other types of models,
such as speeding jetbikes. ferocious monsters. courageous heroes and
mighty battle tanks. looking up the rules as you need them.

This is a dark and terrible era where you

will find little comfort or hope.
If you want to take part in the adventure

then prepare yourself now.



THE MOST IMPORTANT RULEI
Warhammer 40,000 is an involving gamt'. wjfh

many different armies, weapons and possibilities. In
a game of this size and compJexity mere ate bound
to be occasions where a particular situaOOn lies
outside these rules. often when unusual models
interact. At other times you may know the rule is
covered but you just can't seem to find the right
page. Then again you may know the nMt. but the
reality of exactly where your models an!' on the table
may make it a really dose aJII- mNSUring assault
tnO\"eS and deciding if a key model is in cowrr are
classic examples.

All of these instances can lead to atgUments, so it is
important to remember that the rules are just a
framework, to cn?ate an enjoyable game. Winning at

DICE
DICE (06)
In a warhammer 40,000 battle you often need to roll
dice to see flow the actions of your models turn out ­
how effective their shooting is, what damage they've
done to a vehicle. how far they fall back from enemy
fire. and so on. Almost all of the dice rolls in
Warhammer 40.000 use standard six-sided dice (usually
referred to as '06').

ROLLING A 03
In rare circumstances you may be told to roll a 03.
Since there's no such thing as a three-sided dice, use
the following method for determining a score between
1 and 3. Roll a D6 and halve the score, rounding up.
Thus 1 or 2::1. 3 or 4::2 and 5 or 6=3.

RE·ROLLS & ROLL·OFFS
Re-rolls
In some situations the rules allow you a 're-roll' of
the dice. This is exactly as it sounds - pick up the
dice you wish to re-roll and roll them again. The
secood score counts, even if it means a worse
result than the first, and no single dice can be
re-roIled more than ooce regardless of the source
of the re-roll. If you re-roIl a 206 or 306 roll, you
must re-roIl all of the dice and not just some of
them, unless the rule granting you the re-roll
explicitly specifies otherwise.

Roll-offs
If the rules require players to roIl-off, this simply
means that each player rolls a dice and the player
that scores the highest result wins the roll-off. If
the players roll the same result, both dice must be
rolled again until one player is the winner.

any cost is less important than making sure both
p/ayeIs - not just the lIictor - have a good time. If a
disputP does crop up then wott out the answer in a
genllemanJy '""""'" Many~,;mpIy like to ro/>
oHand let !he dke _ who ~ right _"9
!hem to gel ,...;gmback to bIasOng e«h 0_ to
pieces. After the game you can happIy continue
your discussion of the finer poIItts of the rules. Of

agrN haw )'OU will both inhllprf!t them should the
same situMion happen iIgain. You could ewon decide
to change ",. roles to suit )'DU betrPr (this is known
as a 'house rule?

The most itnpottant rule then is that the rules aren't
all thal impotlanll So long as both~ agree,
)OU can treat them as sacrosanct or mere guidelines
- !he cIIoIce " -.Iyyours.

MODIFYING DICE ROLLS
Sometimes, you may have to modify the result of the
dice roll. This is noted as D6 plus or minus a number.
such as 06+ 1 or 06-2. Roll the dice and add or
subtract the number to or from the score to get the
final result. For example, 06+2 means roll a dice and
add 2 to the score, giving a total of between 3 and 8.

You may also be told to roll a number of dice in one
go, which is written as 2D6, 306, and so on. Roll the
indicated number of dice and add the scores together,
so a 2D6 roll is two dice rolled and added together for
a score of between 2-12. Another method is to
multiply the score of a dice by a certain amount, such
as D6xS for a total between 5 and 30. Finally, a
combination of methods may be used, such as 3D6-3
giving a total of 0-15.

SCAITER DICE
Some weapons are fairly random in their accuracy and
require you to roll a scatter dice to determine where
their shots land. The scatter di<:e is marked on four
sides with an arrow, and 00 two sides with a special
'HIT' symbol. Simply roll the scatter dice near the target
point - if an arrow is rolled this shO'NS in which
direction the shot has deviated. If a HIT symbol is rolled
this means the shot is bang on target. Some weapoos
may scatter automatically, with no chance of a direct
hit, in which case you will find a small arrow on the HIT
side to determine the direction.

Reason begets doubt:

doubt bcgcts hClcsy.
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The distance between the Space Marine unit and the Oft
Trukk is 5 inches. we ncxmaIly Sdy that the Trukk is
within S- of the Space Marine unit.

A model is considered to occupy the area of its base, so
when measuring distances between two models, use
the closest point of their bases as your reference points.
For models supplied without a base (like some large
vehicles) use the model's hull or body instead.

'"(~""
ba5t' to hulf)

The distance between the 5pac@ Marine unit and the Oft
unit (i.e. between the two dctsesr models) is 2 inches.
The two units are within 2" of edC1l other.

When measuring distances between two units, use the
closest models as your reference points, as shown in
the diagram below. So, for example. if any model in
a unit is within 2· of an enemy uniVmodeI, the unit is
said to be within 2· of that enemy uniVmodel.
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Measuring distances

In general, players are not allooNed to measure any
distance except when the rules call for it (e.g. aher
declaring an assault or firing at an enemy, to work out
a rule's area of effect, when deploying their forces. etc).

IMEASURING DISTANCES

UNITS

Units fight in loose groups with gaps between each
model. This gives the troopers the freedom to move
over difficult terrain quickly, and enables them to take
advantage of such things as minor folds in the ground,
scrub, and other small features, to shelter from enemy
fire. Similarly, artillery batteries consist of large guns
and the crew that fire them, vehicle squadrons are
made up of a number of vehicles and so on. The
different elements of the unit have to stay together to
remain an effective fighting force. This is detailed more
fully in the Movement section (see page 12).

T'bo.8hl (Of dll: day:

WlSCiom is the beginning of feu.

Warriors tend to band together to fight in squads,
teams, sections or similarly named groups - individuals
do not normally go wandering off on their own for
obvious reasons! In Warhammer 40,000, we represent
this by grouping models together into units.

BASES
Citadel miniatures are normally supplied with a plastic
base. If so, they must be glued ooto their bases before
they can be used in the game.

MODELS (, UNITS
MODELS
The Citadel miniatures used to play games of
Warhammer 40,000 are referred to as 'models' in the
rules that follow. Each model is an individual playing
piece with its own capabilities. Models represent an
enormous variety of troops ranging from Gretchin, the
small, weak slaves of the Orks, to noble Space Marines,
the protectors of Mankind. to Wraithlords. mighty Eldar
constructs containing the souls of the dead. To
represent all these differences. each model has its own
charaaeristics profile as described in the next section.

A unit will usually consist of several models that fight
as a group, but it can also be a single, very large or
powerful model. such as a battle tank, a monstrous
alien creature or a lone hero. In the rules that follow, all
of these things are referred to as 'units'. The different
types of unit are detailed overleaf.

Some players like to mount their models on impressive
scenic bases. As mounting your models on different­
sized bases might affect the way they interact with the
rules. make sure before the game that your opponent
does not mind this.



UNIT TYPES
In order to make it easier to learn the basic rules. the first few sections of the book. covering
Movement. Shooting. Assault and Morale are written with respect to infantry units, because
these are by far the most common unit type in the game. The other types of unit are also
defined here and then explained in detail later in specific sections that cover their unique rules.
The unit types in Warhammer 40,000 are as follows:

INFANTRY
Infantry units include all types of foot soldiers. whether
human Of alien. A typical unit of infantry is between
five and ten models strong but can be much larger.
In rare cases, an infantry unit may comprise only Cl

single model. Infantry are fairly slow moving, but can
cross almost any terrain (given enough time) and make
the best use of cover to avoid enemy fire. Infantry are
the most common and dependable units in
Warhammer 40,000 and the bulk of the rules are
concerned with them.

Beast and cavalry units are typically quite rare and small in number. Just
like bikeI'}, cavalry riders may not dismount during the game and so have
a characteristic profile that takes into account both the beast and rider.
We assume that if one is killed. the other is also incapacitated or simply
flees the battlefield.

BEASTS AND CAVALRY
Consisting of particularly vicious hunting animals or a rider with a living
mount, beasts and cavalry are able to swiftly carry the battle to the
enemy. Beasts and cavalry have a profile like other infantry, but are able
to make use of a special faster move when they assault an enemy unit.

FIeh Hound o( Khome

MONSTROUS CREATURES
Some creatures are just too big
to fit into the ordinary infantry
unit category. These are towering
giants that are capable of crushing a
tank - like the Tyranid Carnifex, a
creature bio-engineered and evolved
to become a living battering ram.
While monstrous creatures use many
of the infantry rules, their size and
destructive capability make them a lot
more dangerous. Fortunately for their
foes, a monstrous creature unit will

L
usual1Y consist of a smgle model.
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ARTILLERY
These units represent large weajXlfls and their
crews, the gun models themselves being large
enough to be treated as small vehicles. Artillery
units count as infantry in most respects. but when
they are fired at. hits may be scored on the guns
themselves. which have vehicle-like characteristics.

VEHICLES
Vehicle units include all kinds of war machines. Battle
tanks, grav-tanks, Monoliths and Dreadnoughts all fall into
this category. Most vehicles can move more rapidly than
infantry but need to stick to open ground to avoid getting
bogged down. Vehicle units are represented by single models
in the case of tanks and other large vehicles,
or as a group of smaller vehicles.
vehicle crew members - the drivers.
commanders and gunners - are
assumed to be an integral part of
their machine,
and if their vehicle is
destroyed they are
considered to be lost
along with it. Note that
bik.es and jetbilces have
their 0"Ml unit type. and
are not counted as_.

JUMP INFANTRY
Jump infantry are equipped with jump packs, jet pads,
wings. teleport devices Of other means of moving
quickly ewer shoo distances. They commonly take
advantage of these by dropping onto the battlefield in
the midst of the enemy - heroically or foolishly
depending on your perspective. Jump infantry can
move like normal infantry or activate their jump device
to make a high-speed move, leaping over intervening
terrain and models. Jump infantry tend to be a rare and
valuable commodity in most armies.

BIKES AND JETBIKES
These units are riders mounted on a variety of conventional bikes or
jetbikes. They are capable of moving really quickly, and will often have
weapon systems built onto their bikes. 80th types of bike manoeuvre
much faster than infantry and jetbikes are able to glide over
obstructions, such as buildings, without being slowed. Their only
major weakness is the risk of crashing when moving through terrain.
Note that, to keep things simple, riders may not dismount during the
game and therefore these models have a combined characteristic
profile that factors in both the bike and rider.



CHARACTERISTICS
In Warhammer 40,000, there are many
different types of warriors. ranging from the
mighty Space Marines to the brutal Orks. the
agile Eldar to the dreaded Tyranids. To
represent the different abilities of these
creatures in the game, each model has a
profile made up of nine numbers that
describe the various aspects of their physical
and mental make-up. These are called
characteristics.

The characteristics are: Weapon Skill (WS). Ballistic Skill
(85). Strength (5). Toughness m. Wounds CNJ, Initiative
(I), Attacks (A). leadmhip (Ld) and Armour Save (5'1).

For all models except vehicles these characteristics are
given a value on a scale of 0 to 10 - the higher, the
better (except for a model's Armour $ave. where the
opposite is true!).

Certain pieces of wargear or special rules may modify a
model's characteristics positively or negatively, by
adding to it (+ 1, +2, etc.) or even multiplying it (xl., x3,
etc.). However no modifier may raise any characteristic
above 10 or lower it below O. saves can at best be
modified to 2+.
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WEAPON SKILL (WS)
This characteristic defines how skilled and vicious a
warrior is with his weapons in dose combat. The higher
the score, the more likely the warrior will land blows on
a close combat opponent. An average human soldier
has WS3, while a genetically-enhanced Space Marine
will have W$4 or even WS5.

BALLISTIC SKILL (BS)
Ballistic Skill shows how accurate a creature is with
ranged attacks, such as guns, rockets or energy
weapons. The higher this score is, the easier a creature
finds it to hit when it shoots at something. Some
monsters have natural weapons that can be used at
range (they may be able to spit venom, for example)
and their BS is also used to determine whether they hit
or not.

STRENGTH. (S)
Strength shows how physically strong a creature is. An
exceptionally puny creature may have a Strength of 1, a
deadly Wraithlord has SlO and most humans have S3.
Strength tells us how hard a creature can hit in close
combat and therefore how easily it can hurt an enemy.

TOUGHNESS m
Toughness measures a (reature's ability to resist physical
damage and pain, and includes such factoo as the
thickness of its flesh, hide or skin. The tougher a
creature, the better it can surviv€ enemy blO'NS or
shots. A human is 13, while a resilient Ork is T4.

WOUNDS (W)
Wounds show how much damage a creature can take
before it either dies or is so badly hurt it can't fight any
more. Most man-sized creatures have only a single
Wound. Heroes and large monsters are often able to
withstand several injuries that would slay a lesser
creature, and so have a Wounds value of 2, 3, or more.

INITIATIVE (I)
How alert a creature is and how quickly it reacts is
shoYm by its Initiative. In dose combat. faster creatures
gain a massive advantage over sJov.ier ones because
they get to strike first. A normal human is Initiative 3,
while an agile Eldar Aspect Warrior is Initiative 5.

ATIACKS (A)
Warriors of exceptional skill and particularly ferocious
monsters can unleash a flurry of blows against their
opponents. This characteristic indicates the number of
dice a model rolls when fighting in close combat. This
is normally 1 for most models, but a heroic leader or a
large monster can have 3 or even more Attacks. The
number of Attacks a creature makes may be increased
if it has the added impetus of assaulting into its foes or
is fighting using two weapons, for example.



ICHARACTERISTIC PROFilES

Below are the profiles for an Ork Boy and a Space
Marine of the Imperium:

but when it comes to BS, S, I, ld and Sv, the Space
Marine is superior. The Space Marine's Ballistic Skill of 4
means that he will hit more often when shooting. In
hand-ta-hand combat, the greater Strength value gives
the Space Marine a better chance of killing the ark and
his superior Initiative means that he gets to strike first.
The Space Marine has a leadership of 8, which is
slightly higher than the average. The Space Marine's
thicker armour gives him another marked advantage
over the ark, as most shots or blows that hit the
Space Marine are deflected on a 06 roll of 3 or more.
The ark instead needs a result of 6 to be saved by its
primitive type of armour.

Obviously, an ark is no match for a Space Marine when
fighting ooe-on-one, but, as arks are usually found in
large numbers, they can be lethal opponents, even for
Space Marines1

MULTIPLE MODIFIERS
If a model has a combination of rules or wargear
that both add to and multiply one of its
characteristics, first multiply the basic value and
then add the extra points. For example, if a model
with Strength 4 has both '+1 Strength' and
'double Strength', its final Strength will be 9
(4x2=8, 8+1=9).
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VEHICLE CHARACTERISTICS
The Warhammer 40,000 universe is home to all sorts of
tanks. war machines and other combat vehicles. both
human-built and alien. To reflect the many differences
betvv'een creatures of flesh and blood and constructs of
steel and iron, vehicles have many different rules and
their own set of characteristics. Vehicle charaeteristks
are described in the Vehicles section (see page 56).

As you can see, they are similar in some respects.
They have the same Weapon Skill and the same
Toughness value. They both have 1 Wound, which is
the norm for man-sized creatures. The ark has more
Attacks in close combat, representing its great ferOCity,

Each model in Warhammer 40,000 has a profile that
lists the value of its characteristics. At the back of this
book, and in the Codex books for each army, you wilt
find profiles for many races and creatures.

ZERO-LEVEL CHARACTERISTICS
Some creatures have been given a '0' for certain
characteristics, which means that they have no ability
whatsoever in that field (the same is also occasionally
represented by a '-'). This usually applies to creatures
unable to use missile weapons, and so they have a BS
of 0, but it might apply to other characteristics too.
A defenceless model will have no Attacks whatsoever,
while a model with WSO will be hit automatically by his
enemies in close combat. A warrior with an Armour
Saving Throw of '-' has no armour save at all.

LEADERSHIP (LD)
The leadership (Ld) of most warriors is around an
average value of 7 or 8. A creature with a higher
leadership value is courageous, steadfast, or very well­
trained. A creature with a lower value is
temperamental, unpredictable or cowardly. Models that
represent generals, heroes. sergeants and other such
characters often have a high Leadership that allows
them to lead others. inspiring them 00 to greater feats
of valour.

ARMOUR SAVE (SV)
A aeature's Armour save (5...) gives it a chance of
avoiding harm when it is struck. or shot. Most creatures
have an armour save based on what kind of armour
they are wearing, 50 this characteristic may be
improved if they are equipped with better armour.
Other creatures may receive a natural saving thrO'N
from having thick bony plates or a chitinous shell.



CHARAGERISTIC TESTS
During a banle. a model might have to take a test on
one of its characteristics. comfT'l()(lly its Strength,
Toughness or Initiative. For example it might have to
test its Toughness to resist the effects of a lethal gas.

In order to take the test, roll a 06. To succeed. you
must score equal to or lower than the value of the
characteristic involved. Note that if a 6 is rolled, then
the model automatically fails the test regardless of the
characteristic's value or any other modifier that might
apply, and conversely a 1 is always a success.

Of course, if a model has to take a test for one of its
characteristics with a value of 0, it automatically fails.

LEADERSHIP TESTS
Tests made against the Leadership characteristic (like
Morale checks) are different from other tests. In the
case of a leadership test. roll 206 (two dice added
together. as explained earlier). If the result is equal to or
less than the model's leadership, the test is passed.

If a unit includes models with different Leadership
values, always use the one with the highest ld value.

Modifiers may appfy to the Leadership characteristic in
particularly trying drcumstances - for example, -1 if the
unit suffered wounds from an Ordnance barrage
weapon, as described later.

POINTS VALUES
Generally, you'll find characteristic profiles come
along with one other piece of information - the
model's points value. This represents the relative
battlefield value of the creature in question. Points
values take into account a number of different
factors including characteristics, different races'
overall strengths and weaknesses, basic weapons,
unit size, rarity and so forth. Choosing forces that
are worth a specific points tolal allows players 10
organise an evenly matched battle.

For comparison, a Space Marine is worth
15 points, and an art is 6 points. This means that
an Ort ho«:Ie would normally outnumber a
Space Marine force by lTIO(e than two to one. It is
just as well that Space Marines are really hard I
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THE TURN
A tremendous amount of action takes place
in a battle: squads are constantly
manoeuvring and shooting. tanks rumble
into action and artillery fire roars overhead
in a torrential downpour of destruction.
A game of Warhammer 40.000 represents the
ebb and flow of battle but. in order to turn
the chaos into a manageable game, players
alternate taking turns moving and fighting
with their units. So. one player will move
and fight with his forces first,. then his
opponent will move and fight. Then the
process repeats with the first player moving
and fighting again, and so on until the end
of the game.

During his turn, a player can usually move and fight
with all of his units. FOf convenience. moving, shooting
and fighting in close combat are dealt with ooe after
the other. This means that you move all of the models
you want to first. then you shoot with any who can,
and finally you resolve all close combats. This process
helps to keep track of what is going on and makes it
easier to know when one player's adions are over and
his opponent can start his turn.

GAME TURNS AND PLAYER TURNS
In a complete game turn, both players get a player turn,
each one divided into Movement, Shooting and Assault
phases (see Turn Sequence, below). Exactly what is going
to happen in each phase is described in the following
sections of this book.

THE TURN SEQUENCE

1 The Movement phase
The player can move any of his units that are
capable of doing so. See the Movement rules
for more details of how to move your forces.

2 The Shooting phase
The player can shoot with any of his units that
can see an enemy. See the Shooting rules for
more details about how to resolve this.

3 The Assault phase
The player can move any of his units to assault
the enemy if they are close enough. Assaults
are bloody, desperate affairs where units are
fighting in close combat. This means that both
forces can fight in an Assault phase, but only
the player whose turn it is can move into an
assault. The Assault rules wilt tell you more
about them.

,.
Hence one game turn will comprise two player turns.
Whenever a rule uses the word 'turn', both in this rule
book and in the Codexes, it means 'player turn',
otherwise it will dearly state 'game turn'.

So, for example, in game turn , a pldyer will take his
player turn , and go through his Movement. Shooting
and Assault phases. Then the other player will take his
player turn , and go through his Movement. Shooting
and Assault phases, thus ending game turn 1. Game
turn 2 will then follow.

WHO GETS THE FIRST TURN?
Which player gets the first turn of the game can be
determined in a number of different ways. Normally,
both players roll a 06 and the player with the highest
score deploys his army first and then takes the first
player turn. The mission you are fighting will specify
exactly how this 'NOrks. frghting a variety of different
missions is covered in fTK)(e detail in the Organising a
Battle section, on page 90.

THE END OFTHE GAME
The standard missions presented in this book last a
random number of game turns (five to seven turns),
determined by a dice roll. However the final section of
the book includes ideas for creating your own missions,
which could end in a number of ways. A battle could
last a specific number of game turns, so that both
players know when the end is nigh.

Alternatively, players might be able to win a 'sudden
death' victory that ends the game immediately - for
example, if they destroy the power generator they win
straight away. You could also decide to end a battle at
a pre-set time if you only have a limited amount of
time to play in.

VICTORY
Once the game is finished, the players determine who
has won, as dictated by the mission they are playing
(see the Organising a Battle section on page 90).
For now it is enough to know that Warhammer 40,000
standard missions generally revolve around capturing
tadical objectives or inflicting the most damage upon
the enemy.

TURN SEQUENCE EXCEPTIONS
There are times when a player is allowed to perform
actioos during their opponent's turn (fighting in an
assault being the most common example). It may also
be convenient to interrupt a players turn because of
some event occurring, like a booby trap being
triggered. Whatever the reason, after the interruptiorl,
the turn sequence always continues as normal.
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THE MOVEMENT PHASE
Although the Movement phase is the easiest
to perform, it's probably the most tactically
important. Getting models into the right
position on the battlefield is often the key to
victory. For the time being we'll just explain
how squads of infantry move, as they are by
far the most common units in the game.
Vehicles. jump infantry, bikes and certain
other units move in different ways to
represent their greater mobility, and these
will be discussed in detail later.

In his turn, a player may move any of his units - all of
them if he wishes - up to their maximum movement
distance. Once a unit has completed all of its
movement, the player selects another unit and moves
that one, and so on, until the player has moved all of
the units he wishes to move. Note that a player doesn't
have to move all (or indeed any) of his units. A unit
that doesn't move is often more effective at shooting,
as we will explain later in the rules. Once you have
started moving a unit, you must finish its move before
you start to move another unit. You may not go back
and change the move already made by a previous unit.

!MOVEMENT DISTANCE
Infantry move up to six inches (6") in the Movement
phase. This represents most creatures moving at a
reasonable pace but stopping several times to scan the
surrounding landscape for enemies, communicate with
their commanders, etc. Even warriors who are moving
in a part of the battlefield where no enemies are
apparent can only move 6' . This is because your units
lack your own god-like knowledge that there are no
enemies around. It is perfectly fine to measure a unit's
move in one direction, and then change your mind and
dedde to move it somewhere else (even the opposite
way entirely!) or decide not to move it at all.

MODELS IN THE WAY
A model may oot move into or thrOllgh the space
occupied by another model (which is represented by its
base or by its hull) or through a gap between friendly
models that is smaller than its own base (Of hull) size.
A model cannot move so that it touches an enemy
model during the Movement and Shooting phases ­
this is only possible in an assault during the Assault
phase. To k.eep this distinction clear, a model may not
move within l' of an enemy model unless assaulting.

DIFFERENT MOVEMENT
DISTANCES IN A UNIT
All of the models in a unit move at the speed of the
slowest roodel.

RANDOM AND COMPULSORY MOVEMENT
Sometimes, a unit may have to move a random
distance instead of the usual 6' or be forced to move
in a certain way (directly towards the closest enemy, for
example). Such situations are discussed later.

TURNING AND FACING
As you move the models in a unit. they can turn to
face in any direction, without affecting the distance
they are able to cover. Infantry roodels can also be
turned to face their targets in the Shooting phase, so
don't worry about which way they are pointing at the
end of their Movement phase (although dramatically
facing off against their foes is traditionaO.

MOVING AND CLOSE COMBAT
Units already locked in close combat with the enemy
may not move during the Movement phase.
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Moving models
When rJ'/CJWIg models. it's a common mistake to measure the
distance and then place the model at the far side of the !ape

measutt'. This is incorn!ct, as it adds the entire length of the
model's base to the distance moved. Lo\o1IiIe this is not a huge
error at a 2Smm base. it makes a considerable difference on
a vehide, in which case it m;ght almost doobk the fl'lO\Ie (as
shown bek1w). The two diagrams here show exdmpks of the
right and wrong way fO fl'lO\Ie 'jOOf models..

~,...----,.-~ ytS

~------,-,._-..,.~ NOI

,.

,.
NOI

UNIT COHERENCY
Unit Coherency

In coherency:

Wumutcr SoloB

"Follow me if I adnDcc.
Kill me if I retrat.
AvcDgc me if I die."

When you are moving a unit, the individual models in it
can each move up to their maximum movement
distance - but remember that units have to stick
together, otherwise individual models become scattered
as the unit loses its cohesion as a fighting force. So,
once a unit has finished moving, the models in it must
form an imaginary chain where the distance between
one model and the next is no more than 2· . We call
this 'unit coherency'.

During the course of a game, it's possible a unit will get
broken up and lose unit coherency, usually because it
takes casualties. If this happens, the models in the unit
must be mewed in such a way that they restore
coherency in their next Movement phase. If the unit
cannot move for some reason in its next turn (because
they are pinned down by a barrage or sniper fire, for
example), then they must move to restore unit
coherency as soon as they have the opJX>rtunity.
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The galaxy is a vast place with millions of different
warzones: ice worlds, desert worlds, hive worlds, feral
worlds and many other exotic types of battlefield - jf
you can imagine it, then it probably exists somewhere.
The terrain covering these worlds can vary from broad,
empty plains to sky-scraping towers of plexiglass and
plasteel, from verdant jungles to barren moonscapes or
baking hot deserts. How to represent terrain on the
battlefield is discussed later (see page 88 and 230).
For now, we're going to discuss terrain ooly in terms of
how infantry move through it

TERRAIN TYPES
Terrain provides useful cover from enemy fire, but can
also impede the movement of your units. Troops can be
slowed by pushing through or climbing over barriers
and obstructions. There are three general classes of
terrain: clear, diffICUlt and impassable.

• Clear terrain can be moved across without any
penalty, and generally covers most of the battlefield.

• Drfficult terrain slows down models wishing to
move through it, and can sometimes be dangerous
to models passing through it.

• Impassable terrain cannot be rI'lOVed across or into.

Guidelines on categorising terrain
It is a relatively simple matter to classify terrain within
these four categories, and it is important that you and
your opponent agree what class of terrain each feature
falls into before starting your game.

• Clear terrain includes open areas, such as fields,
moorland, grass, deserts, ash wastes and gentle hills.
This could be embellished with the odd tree, shrub or
cactus (or alien equivalents) for visual appeal.

• Difficult terrain includes areas of rubble, jungles,
woods, ruins, brush and scrub, rocky outcrops,
boggy ground, low walls, hedges, fences, razor wire,
barricades, steep hills, streams and other shallow
water (as well as terrain features that combine
several of these types, such as a ruin surrounded by
woods). If the terrain feature includes hazards,
such as booby traps, carnivorous plants, toxic vents,
erupting geysers and the like, then it may be
additionally categorised as both diffICult and
dangerous terrain.

• Impassable terrain includes deep water, lava flows,
steep rocky cliffs and buildings that models cannot
enter, as agreed with your opponent. Remember that
other models, friends and enemies, also count as
impassable terrain.

• Buildings that models can enter, like bunkers,
bastions and other fortifications.

You will notice that buildings appear in more than one
category. Buildings will be treated in detail in their own
section, on page 77.

AREA TERRAIN
Sometimes a terrain feature has clearly defined edges.
such as a crater, a stream or an intact building. Other
times, however, this mighl be slightly less clear, as in
the case of marshes, woods, ruins and other types of
rough ground. In reality a wood might be a tangled,
overgrown mass of foliage, without a dear edge. If it is
represented like this 00 your tabletop, then it will be
very diffkult to stand models 00 it, and it vvould be
diffkult to decide if the models are inside or outside it

For the clarity of the game it is important 10 be able to
tell where the boundary of the terrain feature is. as
these pieces normally count as diffICult terrain. This is
where we need to introduce the concept of 'area
terrain'. You can show the boundary of a piece of area
terrain by using a flat baseboard. an outline of lichen or
sand, or by painting a slightly different colour 00 your
gaming board. Trees, rocks, ruins, or whatever is
appropriate for the kind of area terrain you are
representing, are usually placed within the boundary of
the area terrain's base.

When moving models into this area, you may
temporarily remove the rocks, trees, ete. (if they are not
glued in place!) to make moving the models easier.
Remember, however, to put them back where they
originally were (or as close as possible!) after you finish
moving, as they may affect the line of sight of models
shooting through that area terrain.

You should discuss all such terrain features with your
opponent before the game and agree exactly what
everything counts as and where boundaries of terrain
features lie. When the game is underway, it will be
harder to discuss it quite so impartially.

WObbly Model Syndrome
Sometimes you may find that a particular piece of
tm"ain makes it hard to put a model exactfy
whete )'DU want. Ifyou deliaJteIy balance it in
place. it is~ likely to fall as soon as somebody
nudges the table, leaving your beautifully painted
miniature chipped or eYefl broken. In cases like
this we find it is perlectfy acceptable to leave the
model in a safer position. as long as both players
have agreed and know its 'actual' location. If larer
on your enemy is considering shooting at the
model. )OU will have to hold it back in the proper
place so he can chect hne of sight.

Of"'""" if)00 ptefe< rhings 10 be rompIer./y
dear and exact then stick to simple, flat terrain!
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MOVING THROUGH DIFFICULT TERRAIN
During a game of Warhammer 40,000, there can be
two slightly different cases of units moving through
difficult terrain.

If any of the models in a unit start their move inside
difficult terrain, the unit is affected by the terrain and
must take a difficult terrain test. Roll two 06 and select
the highest - this is the maximum distance in inches
that all of the models in the unit (not just the ones in
difficult terrain!) may move.

If a unit starts its move outside difficult terrain, the
player must declare if he wants his unit to try to enter
difficult terrain as part of their move. If he chooses not
10, the unit moves as norma! but may not enter difficult
terrain. If he chooses that they will do so. the unit must
take a difficult terrain test as described above. Even if
the distance rolled is too short for any of the models to
reach the difficult terrain. the unit is still slowed down
as described above. We assume that they are cautiously
approaching the terrain, using their sensors to ascertain
that no enemy is hiding in there.

If you take the difficult terrain test. you are never
compelled to move the models. as you may not have
rolled high enough to make it worth moving at all.
However, if you roll the dice. the unit is still considered
to have moved for the purposes of firing. as detailed
later in the Shooting rules.

Bod! the wood and the ruin are
examples ofarea terrain. As )OU

can see. their bases dearly define
their extent on the rable top. Bod!
these featUfl?5 are also difficult
terrain. and pIa)'f!f5 may agree that
the ruin counts as dangerous roo.

Note that as part of their move through difficult terrain,
models may move through walls, dosed doors and
windows. and all sort of similarly solid obstacles, unless
the players have agreed that a certain wall or obstacle
is impassable. This represents the warriors bashing their
way past locked doors and windows, using explosives
or their weapons to create breaches in light walls,
climbing over low obstacles and so on.

DANGEROUS TERRAIN
As mentioned previously, some terrain features will be
dangerous to move through. This is represented by the
dangerous terrain test. Roll a 06 for every model that
has entered. left or moved through one or more areas
of dangerous terrain during its move. On the roll of a
1, the model suffers a wound. with no armour or cover
saves allowed (wounds and saves are explained in the
next section).

IMPASSABLE TERRAIN
Models may not be placed in impassable terrain unless
the models concerned have a special rule in their
profile granting them an exception (like being able to
fly above the terrain) or both players agree to it.

Blessed is 1he mind too sou1l for doubt
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THE SHOOTING PHASE
As the two armies engage each other. guns
thunder ceaselessly with plasma blasts. shells
and shrapnel raining down on both sides.

In a Warhammer 40,000 battle. we split up the firing
so that each player's force fires during the Shooting
phase of his own turn. During the Shooting phase. any
and all of your units may fire. You can choose
any order for your units to shoot. but you must
complete all the firing by one unit before you move on
to the next.

Normally each model in a firing unit can fire a single
weapon. Some models. including vehicles, may be able
to fire more than one weapon, as detailed later.

The shooting process (an be summarised in six steps, as
described below.

THE SHOOTING SEQUENCE

I Check line of sight & pick a target.
Pick one of your units, check its line of sight
and choose a target for it. All models in the
unit that can see at least one enemy model in
the target unit may open fire.

2 Check range. At least one target model must
be within range of the weaponry of your firing
models.

J Roll to hit. Roll a 06 for each shot fired. The
model's BS determines what score they must
equal or beat to hit their target.

4 Roll to wound. For each shot that hits, roll
again to see if it wounds the target. The score
needed is determined by comparing the
Strength of the firing weapons with the
Toughness of the target.

5 Take saving throws. Each wound suffered
may be cancelled by making a saving throw.
Saving throws usually derive from the armour
worn by each model. from being in cover. or
some other piece of wargear Of' ability. If the
target unit includes different types of models.
you will first have to allocate the wounds onto
specifIC models.

6 Remove casualties. The target unit suffers
casualties for any wounds that have not
been 5iM!d.

Once you've completed this shooting sequence with
one of your units. select another and repeat the
sequence. Once you have completed steps 1 to 6 for
each unit in your army, carry on to the Assault phase.

The rules for the Shooting phase end with details of
the different categories of ranged weapon available to
warriors in the 41st Millennium.

IDISALLOWED SHOOTING
Certain situations prevent a unit from firing. The most
common are:

• Units that are locXed In dose combat with the foe.

• Units that are running (see overleaf).

• Units that have gone to ground because of enemy
fire in the previous turn (see page 24).

In addition to the above. certain types of weapons can
only be fired if the unit did not move in the same turn.
However, this will only prevent models with that
weapon from shooting - not the whole unit.
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RUN!
At times, warriors may have to quickly redeploy,
literally running from cover to cover or simply
concentrating on movement and giving up their
chance to shoot In their Shooting phase, units may
choose to run instead of firing, immediately moving
D6. (\Ne find that this is a popular choice for units

CHECK LINE OF SIGHT & PICK A TARGET
A firing unit can choose a single enemy unit that is not
Iock.ed in combat as its target. and may not split its fire
among different targets. In order to select an enemy
unit as a target. at least one model in the firing unit
must have line of sight to at least one model in the
target unit. If no models have line of sight thefl a
different target must be chosen.

The p~yer ~ ch«lcing the Space M<Jrine's Ii~ of sight by looking from

behind the firer's heiJd to rhe body of rhe rarger model.

Line of Sight
Warhammer 40,000 uses what we caff 'true fine
ofsight' for shooring attacks. This medns that you
rake the posirions of models and terrain at face
value, and simply look to see if your warriors have
a view to their rargets. This is different to other,
more abstract systems where terrain is assigned a
height value and you have ro calculate what
warriors can see. We have chosen true line of
sight because it makes the game feel much more
cinematic and 'real'. There's nothing quire like
getting a 'modeI's eye view' to bring the game to
life. Of course, this method does medn thar
occasionally there are border-line cases when it is
quire hard to dedde ifa model can see a target or
nor. bur sporting players will always be generous
and gWe rhe,r opponent the benefit of the doubt.

that have no ranged weaponry or no target!).
Running movement is not affected by difficult terrain
- it is always simply 06· - but models running
through dangerous terrain must test as normal. Units
that run in the Shooting phase cannot assault in the
follO'Ning Assault phase.

une of sight literally represents your warriors' view of
the enemy - they must be able to see their foe
through, under or over the tangle of terrain and other
fighters on the battlefield. Of course your models are
made of plastic Of metal. so they can't tell you what
they can see - you'll have to WOf1c. it out fOf them. In
some cases it will be obvious - if there is a hill or a tank
blocking their view, the enemy may be blatantly out of
sight. In other cases two units will be plainly in view of
each other, as there is nothing at all in the way. Many
times however, it will be more difficult to tell if line of
sight is blocked or not, so players will have to stoop
over the table for a 'model's eye view'. This means
getting down to the level of your warriors, taking in
the view from behind the firing models to 'see what
they can see'. You will find that you can spot lurking
enemies through the windows of a ruined building,
and that high vantage points become very useful for
the increased tine of sight that they offer.

line of sight must be traced from the eyes of the firing
model to any part of the body of at least one of the
models in the target unit (for 'body' we mean its head,
torso, legs and arms). Sometimes, all that may be
visible of a model is a weapon, an antenna, a banner
or some other ornament he is wearing or carrying
(including its wings and tail. even though they are
technically part of its body). In these cases, the model is
not visible. These rules are intended to ensure that
models don't get penalised for having impressive
standards, blades, guns, majestic wings, etc.

OWN UNIT
There is one important exception to the rules for line of
sight. Firing models can always draw line of sight
through members of their own unit Gust as if they were
not there), as in reality they would take up firing
positions to maximise their own squad's firepower.

WHICH MODELS CAN FIRE?
All models in the firing unit that have line of sight to at
least one model in the target unit can fire.

A player may choose not to fire with certain models if
he prefers (as some models may have one-shot
weapons, for example). This must be declared before
checking range, as all of the models in the unit fire at
the same time.
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ICHECK RANGE

When you're checking range. simply measure from
each firer to the nearest visible model in the target unit.

Any model that is found to be out of range of all of
the models he can see in the target unit misses
automatically - his shots simply do not reach.

MOVING & SHOOTING
Whether a unit has moved or not can make a big
difference to its firing. If the warriors hold a
position, take up firing stances and aim at their
targets properly, some weapons can hit targets
further away than if they are firing on the move.
Other guns are so heavy that they can only be
used if their firers halt completely to brace
themselves or set up their weapons on the
ground. This is explained in more detail in the
Weapons section later, but for the time being it's
enough to know that moving can make a
difference to a unit's shooting.

The most important thing to remember is that the
whole unit counts as moving if any of its models
moved in the Movement phase.

Maximum Range

".
'4'
48'

Weapon

""""'~BoItgun
Autocannon

All weapons have a maximum effective range, which is
the furthest distance they can shoot If a target is
beyond this maximum range, the shot misses
automatically. This is why you have to choose your
target before measuring the range. Here are some
examples of weapon ranges:

"Victory does Dot a-lwilYs rest with the
big gUDS; but if wc rest iD froot of
them. we shall he 10st.-

Commutda ArgclltillS

IROLL TO HIT
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Tbt: rewucI for truchcry IS rctributioD

, 2 3 4 S
65+4+3+2+

Firer's SS
SCore needed to hit

To determine if the firing models have hit their target,
roll a 06 for each shot that is in range. Normally
troopers will only get to fire one shot each. However,
some creatures or weapons are capable of firing more
than once, as we'll explain in more detail later. The dice
score needed to hit will depend on how accurate the
firers are, as shown by their Ballistic Skill characteristic
(or 85). The chart below shows the minimum 06 roll
needed to score a hit.

Note that the minimum roll needed to hit is always at
least 2. When rolling to hit. there is no such thing as an
automatic hit and a roll of a 1 always misses.

For example, if the shooters are a unit of five Space
Marines with a BS of 4, you would roll five dice and
each roll ofa 3 or more would score a hit.

To Hit rolls are easy to remember if you just subtract
the B5 of the shooter from 7. This will give you the
number you need; e.g. a model with a as of 2 needs to
roll a 5 or nlOfe (7-2;5).

Four arts are foond to~a target within the '2~

range of !heir pistols (black Jines). The remaining art is
out of range of rhe dosesf visible model (grey line).

Checking Range

~~~
~~@~ ,./ i);f• ::,.. ::

•
t., t,
, " , I
, " , I
, V , I, ... , ,

• " I ,, ;. ,
, " , ., ' ," ," ,, ,, ,, ,

, ', ', ', ', ', '
, I • •

~/iJ~! ,
#J



BALLISTIC SKILL OF 6 OR BETTER
Very rarely a model may have a as of 6 or even
1l'lOf"e. If a model has a 85 of 6 or higher, it gains a
re-roll whenever it rolls a 1 to hit with ranged
attacks. The second roll has normally a Iowef
chance of hitting, and the number needed is given
in the chart below in italics after the slash.

Firer's BS 6 7 8 9 10
SCore needed to hit 2J6 215 214 113 2f2

For example. a model with as 7 fires a shot with
its pistol. It rolls a 1, missing, but thanks to its
exceptional as it can re-roll the dice. This time,
however it won't hit on a 2. but rather on a S.

If a model has a special rule that already confers it
a re-roll to hit (like a masteHrafted weapon, for
example), then that re-roll takes precedence and
the chart above is not used. Instead the chances
to hit on the re-roll are the same as the first shot
depending of the firer's as. Remember a dice can
only ever be re-rolled once!

FAST ROLLING WITH DIFFERENT WEAPONS
When a unit fires, all of its weapons are fired
simultaneously, so you should ideally roll all of Its To Hit
dice together. Sometimes there will be different
weapons firing, Of firers with different as in the same
unit, in which case we find it easiest to use different
coloured dice, so that those shots can be picked out.
For" example, a squad may include several boIters, a
plasma gun and a lascannon, in which case you could
use white dice for bolter shots, a green dice for the
plasma gun and a red dice for the lascannon.
Alternatively, you can simply make separate dice rolls
for different weapons or shooters, as long as it is clear
which dice rolls represent which shots.

"ut the Orks come by the tholWod, or by
the teos of tho~nds: we shill be r~dy for
them. This world is the Emperor's. oat theirs.
and we slu.ll wash it ciao with their blood."

Pedro Kutor. Mutcr of lhe. CrimsoD Fisls

18 THE RULES SEcnON: The shooting phase



_.... IIM_
It is generaIy «eepIed that if adice ends up on
the #bot; it d:Jesn't COtmt - 5O}QI don't need to
shine if IO«h under the sot. to find out if you
made your SiM' Of notl Most garnetS agtee that
such dice can be rolled again.~ one
player we know has a house fUle that if your dice
misses the table, you have failed the rot, - after
all, ifyou can't hit it huge table w;th a tiny dice,
then what chance have your warriors gotl
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5peed-."
)bu'g.soon gef used to the~ of rolling to
hit to wound Mtd to SoM!. ~ find;, is quidcest
to pick up the dice that rolled a successfuJ result
at each.- and "" !hem again.

~-~ a dJceo WIll ettd up in a creMce in)'OUt"
terrain Of in the cnKk beMeen Mo sec60ns of
board and doesn't. flat. ~ caI this a 'cocked
dice'. Some p/ayets use a house rule that if any
dice is not~ flit on the table. it must be
re-roIIed. Mc:lte common is foI players to re-roII
rile di:o~ if !hey ",,'r be .....of rile """"-
Of cOUtSe, ifyour gMning surface is Mi!r)' textured
and resutts in • lot of_«I dice (ex simply if ;00
.,.. tidyba_ ;00 "" make an you<
rolls in it !ray Of box lid.

For example, in a unit containing Grerchin and an ark
Runtherd, the Grerchin's Toughness of3 is used for all
models. Only if the unit is reduced to two models (the
Runtherd and a single Gretchin) at the moment when
the enemies roll to vvound, must they roll against the
ark's Toughness of 4 for both models.

SW"'"
4

7
9

Weapon
Bohgun
Plasma gun

"""moo

Toughne"
1 2 3 4 5 6 7 8 9 10

1 4. 5. 6. 6. N N N N N N
2 3. • 5+ 6> N

f
3 2. 3. 4. 5. 6. 6. N N N N
4 2 2 3 !I+ 5+ 6< 6<
5 2. 2. 2. 3. 4. S. 6. 6. N N
6 2. 2 • • 3. ,
7 2. 2. 2. 2. 2. 3. .. S. 6+ 6+
8 2. 2. 2. 2. 2 Z. ]., 6f
9 2. 2. 2, 2. 2. 2. 2. 3. 4. S.

10 2. • • •
IIiIC* thar N on the charr means rhe M has no effect. A larger with the Toughness indicated cannot be harmed by., M of
.m puny Strength. Also note that., roB of , never sroteS., Wound. regardless of its Strength.

Consult the chart beIooN. and cross-reference the
weapon's Strength (5) with the target's Toughness (T).
The number indicated is the minimum score on a D6
needed to convert the hit into a wound. Just like rolling
b Hit. roll the dice together and. once again. use
cift"efent coloured dice to pick out weapons with
cifferent Strengths Of roll them separately.

ROLL TO WOUND

MUlTIPLE TOUGHNESS VALUES
Quite rarely, a unit will contain models with differing
Toughness characteristics.

Hitting your target is not always enough to put it out
of action. The shot might result in nothing more than a
superfidal graze or flesh wound.

To decide if a hit causes a telling wound, compare the
weapon's Strength characteristic with the target's
Toughness characteristic. Each weapon has its 0INn

Strength value. given in the description of the weapon.
Here are some examples of different weapons and their
Strength characteristics.

&ample: a Space Marine with a boIrgun shoots at an
Ort and hits him. A boItgun has a Strength of 4 and the
art has a Toughness of 4. Referring to the chart a
score of 4 Of more is needed to convert the hit into
damage. If the roll is 4 or more, the Ork takes a wound.

To k.eep things simple, roll to wound using the
'highness characteristic that is in the majority in the
1Irget unit. If no majority exists, use the highest value
In the unit.



usually referred to as AP. Nearly all weapons have an
Armour Piercing value. Some sample AP ratings for
different weapons are shown below:

The AP rating indicates the armour save the weapon
can ignore - so lower means more powerful. A weapon
shown as 'AP -' has no Armour Piercing value and will
never disallow the target's armour save.

TAKE SAVING THROWS
Before he removes any models as casualties, the
owning player can test to see whether his troops avoid
the damage by making Cl saving throw. This could be
because of the target's armour, some other protective
device or ability, or intervening models or terrain.

If all the models in Cl unit are the same, and have a
single Wound each, such as a squad of Eldar Rangers
or Necron Warriors, then this is a very simple process.
You roll all the saves for the unit in one go (as
described below), and a model of your choice is
removed as a casualty for each failure.

Weapon
Boltgun
Heavy bolter
lascannon

A'
S
4
2

On the other hand, it is common for units to include
models with different weapons or wargear and
characters with different profiles (and sometimes even
different armour). In these cases we need to know
exactly who has been wounded, and this requires an
extra step in the shooting process. The wounds the unit
has suffered must be allocated onto specific models
before saving throws are taken. This extra step is
explained after the basic rules (see page 25).

ARMOUR SAVES
Most troops wear some sort of protective clothing or
armour, even if it's only a helmet! Some creatures may
have a form of natural protection, such as a chitinous
exo-skeleton or thick bony plates. If a model has a
Sv value of 6 or better on its profile, it is allowed a
further dice roll to see if the armour stops it being
wounded. This is called an armour saving throw.

Roll a 06 for each wound the model has suffered from
incoming fire and compare the results to the model's SV
characteristic. If the dice result is equal to or higher
than the model's Sv value, the wound is stopped. If the
result is lower than the Sv value, the armour fails to
protect its wearer and the model suffers a wound. This
means that, differently from other characteristics, a Sv
value is better if it has a lower number.

The following table shows how the minimum D6 score
required varies between three types of armour:

Armour lYpe Sv
Ork armour 6

Imperial Guard flal: armour 5
Space Marine power armour 3

Example: a Space Marine wearing power armour is hit
and wounded. The Space Marine is entitled to a saving
throw of 3, so a 06 is rolled resulting in a score of 5.
The damage is therefore saved, and the model is
unharmed - the shot bounces off his power armour.

Armour piercing weapons
Some powerful weapons are Quite capable of punching
through even the thickest types of armour. This is
shown by a weapon having an Armour Piercing value,

• If the weapon's Armour Piercing value is equal to or
lower than the model's armour save then it is
sufficiently powerful to punch straight through the
armour and the target gets no armour save at all.
The armour is ineffective against the shot.

• If the weapon's Armour Piercing value is higher than
the armour, the target can take his save as normal.

Example: a boltgun with an AP of 5 can pierce armour
which has a Sv of 5+ or 6. A heavy bolter has an
Armour Piercing rating of 4 so saves of 4+, 5+ or 6 are
ignored. A lascannon with its AP of 2 ignores even the
best armour it is possible to wear!

INVULNERABLE SAVES
Some warriors are protected by more than mere
physical armour. They may be shielded by force fields,
enwrapped by mystic energies or have an alien
metabolism that can shrug off hits that would put
holes in a battle tank. Models with wargear or abilities
like these are allowed an invulnerable saving throw.
Invulnerable saves are different to armour saves
because they may always be taken whenever the model
suffers a wound - the Armour Piercing value of
attacking weapons has no effect. Even if a wound
normally ignores all armour saves, an invulnerable
saving throw may still be taken.

- As our bodies ue umoured with
adamaotium. our souls are protected with
loyalty. As our bolters are charged with
death for the Emperor's eoemies. our
thoughts are charged with wisdom. As
our raoks advaoce. so does our devotioo.
for are we not Marines? Are we Dot the
choseo of the Emperor. his loyal
servants unto deathT

Clupbill FCfgU Nib
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Fortifications 3+

"If ,ll else hils: duck. As , defeDsive
stu.t~gcm it's uDrcluble., but iDcrcdibly
rcassuriD8 (or ~ momcDt or two.-

Lord Gonis of Prtru:

Intervening models
If a target is partially hidden from the firer's view by
other models, it receives a 4+ cover save in the same
way as if it was behind terrain.

This does not mean that intervening models literally
stop the shots, but rather that they obscure the sight of
the firers or otherwise spoil their aim. A successful
cover save in this case might mean that the firer has
not shot at all, missing the fleeting moment when the
target was in its sights. This is because, in the case of
intervening friends. the firer would be afraid of hitting
his comrades; while in the case of intervening enemies.
the firer is distracted by the lTIQfe immediate threat.

Scenic rocks and other decorative elements that players
might have placed on the base of their models are
always ignored from the point of view of determining
cover (you cannot take your cover with you!).
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Save
6+

b) High Grass, Crops. Bushes 5+
Hedges, Fences

c:) Units (friends and enemies), 4+
Trenches, Gun pits, Tank traps,
Emptacements, Sandbags,
Barricades, Logs, Pipes, Crates,
Barrels, Hill crests, Woods,
Jungles, Wreckage, (raters,
Rubble, Rocks, Ruins, Walls,
Buildings, Wrecked vehicles

COVER CHART

Cove, Type
a) Razor wire. Wire mesh

may of course shoot over intervening terrain if
_ tall enough or high up on some terrain piece

their line of sight is completely clear. As usual.
the firers' line of sight by taking a good look.

behind their heads. and 'see what they see'.

are models in Cover?
any part of the target model's body (as defined

pritge 16) is obscured from the point of view of the
the target model is in cover. This is intentionally

, and it represents the fact that the warrior,
the model, will be actively trying to take cover

.. as the smoke. explosions and flying debris that
merrifully absent from our tabletop battlefields).

COVER SAVES
A position in cover shields troops against flying debris
and enemy shots, enabling them to get their heads
down or crawl amongst the rocks and (hopefully) avoid
harm. Because of this. units in or behind cover receive
a cover saving thlO'N. The great thing about cover
saving throws is that they are not affected by the
Armour Pierdng value of the attacking weapon. so
units in (over will normally get a saving throw
regardless of what's firing at them.

What counts as Cover?
Cover is basically anything that is hiding a target or
protecting it from incoming shots. For example. a soft
obstade (like a hedge) that would hide soldiers behind
It. but would not even slow down enemy shots, confers
a S+ save, purpose-built fortifications confer a 3+ save,
most other things confer a 4+ save. More detail can be
found in the Cover chart below. Before deploying their
.-mies. it is a very good idea for players to go through
.. the terrain pieces on the battlefield quidc.1y and
~ what kind of cover each will offer.



Exceptions
In order to keep the game flowing at a faster pace, 'He

have made a few exceptions to the cover rules given on
the previous page, namely:

• Own unit: In the same way as they can trace line of
sight through members of their own squad, models
can always shoot, and be shot at, through members
of their own unit without conferring or receiving a
cover save.

• Inside area terrain: Target models whose bases are
at least partially inside area terrain are in cover,
regardless of the direction the shot is coming from.
This represents their increased chance of diving into
or behind a piece of covering terrain.

• Firing through units or area terrain: If a model
fires through the gaps betweerl some elements of
area terrain (such as between two trees in a wood)
or through the gaps between models in an
intervening unit, the target is in cover, even if it is
completely visible to the firer. Note that this does
not apply if the shots go over the area terrain or unit
rather than through it (see the photographic
diagram below).

• Firing out of area terrain: Models that are inside
area terrain firing out win position themselves with
good fields of vision. Therefore they may fire through
up to 2' of the area terrain they are occupying
without that terrain conferring a cover save to the
target. Remember, of course, that models still need
to see their target in order to be able to shoot at all.

• Firing over a barrier: Models that are in base
contad with a linear piece of terrain they can see
over, such as a low wall, barricade, tank trap or a
fence, can fire at enemies on the other side without
the barrier getting in the way of their shots.

Units partially in cover
Sometimes, a unit will only be partially in cover, with
some of its models in cover and some not. In this case
you must decide if the majority of the unit is in cover.
Models that are completely out of sight are considered
to be in cover for this purpose.

If half or more of the models in the target unit are in
cover, then the entire unit is deemed to be in cover and
all of its models may take cover saves.

If less than half of the models in the target unit are in
cover, then the entire unit counts as exposed and none
of its models may take cover saves.

Of course being in cover or not often depends on the
position of the firer as 'Hell as the target. If only one
model is shooting, it will be easy to tell how many
models in the target unit are in cover from the firers
point of view. If multiple models are shooting, you will
need to work out how many models are in cover from
the point of view of the majority of the firing models
that are in range. If the majority of the firers have a
clear shot to the majority of the models in the target
unit, the unit receives no save. Otherwise it does. This
may sound complex, but you will find that in reality in
most cases it is quite obvious if a unit is in cover or not.

In situations where it's not obvious whether a unit is in
cover or not, the normal solution is to strictly apply the
majority rule above, and count how many models are
in cover from the point of view of each of the firing
models in range. As this process might prove to be
rather time-consuming, for a faster (albeit less precise)
solution, the players may agree to treat these units as
in cover, but with a cover save of one less than normal
(for example a 5+ save if partially in cover behind a
building or another unit, which normally would offer a
4+ save). See the diagrams opposite for examples of
units partially in cover.

Model A is~ the ¥N tetr.WJ and 50 is it~ Model 8 is not~ the Mal retTai'l, bur is befwl!en lWD ftementli 01 rtwl ¥N teffitin (!he same
as if It was ber--t lWD model! 01 .... .,teM!ni'lg &.fttI. 50 it is it~ Model C is not ., CO¥el".
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Unit in

"""'?
5+ save.

Unit in
cover.
4+ save.

Unit not
in cover.
No save.
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Units partially in cover........
4t;..... @ In cover.

., case' A. the majority of the firing Spano Marine squad (i.e. three models out of five) have a dear shot to the majority of the
models in the target unit (i.e. they have a dNr shot to thrf!€ or more Oris out of five). The art unit receNes no rover SM!.

., case 8,~ fiW) out of five Space Marines have a dear shot to the majority of the models in the target urn. The art unit
receNes a 4+ rover save (as roch are in the way).

., case <. two Space MJrines have a dear shot to the majority of the models in the tatget unit, and fiW) Spano Marines do
not The players check from the point of Yiew of the model in the middle of the unit. and decide that is~ impcrssible
to be sure ff he has a completely dear shot to at Iedst three Orb. In this case. the players agree to g;ve the Ork unit a rover
Sih'e of 5+.

Cht A is entirely in the open and so is the Trukk. The majority of unit C is in the open. The majorlry of unit 8 is in awer
WIind other models and the majority of unit D is in cover inside area terrain. Unit E is a less obvious case'. The players can
lIIIrY (¥pfully count the arks in cover from the point of view of each fifer. Of giYe unit Ea cover save of 5+ instead of 4+.

~'" ~ ~'" ~ ~'" ~
8'" ~- 8'" ~ 8'" ~
~------ ---------1' ~ 11 ~~""---:::::::1t:

S: ~ S:--------------~--- S:" ~
(j, y" PB (j,y" PB (ir" PB

Units
partially
in cover



GOING TO GROUND
If warriors come under heavy fire. they may dedde
to keep their heads down and stay alive a little
longer while they wait for reinforcements.

After the enemy has rolled to hit and wound
against any of your units, but before yOll take any
saves or remove any models, you can declare that
the unit is going to ground. To represent this.
place a suitable marker next to the unit (you may
alternatively want to lay the models down).
Models in a unit that has gone to ground
immediately receive +1 to their cover saving
throws. Units that are not currently in a position
that would give them a cover save can still go to
ground by diving to the floor (or some other
evasion technique) and receive a 6+ cover save.

The drawback of going to ground is that the unit
can do nothing until the end of its following turn.
At the end of its following turn the unit returns to
normal, the mar1o:.er is removed and the unit is free
to act as normal from then on.

Whilst it has gone to ground the unit may do
nothing of its own volition, but will react normally
if affected by enemy actions (for example, it will
take Morale tests as normal). If the unit has to faU
back, it will return to normal immediately. If
assaulted. the unit will fight as usual, but gains no
advantage for being in cover because they are not
set to receive the enemy charge (see page 36).

"He ,h.t m.y still (igh,. hed him.
He that may fight DO more,
give him peace.
He th.t is dud.
take from him the Chapter"s due."

- Master of lhe ApoduOor1oa Asm Mur

MODELS WITH MORE THAN ONE SAVE
Sometimes, a model will have a normal armour save
and a separate invulnerable save - a good example is a
Space Marine Chaplain who is protected by both
power armour and a Rosarius-generated force field.
As if this wasn't enough the model might be in cover
as well. In these cases, the model only ever gets to
mak.e one saving throw, but it has the advantage of
always using the best available save.

For example. if the Chaplain described above was
standing in a fortified building and was wounded by an
AP3 weapon his power armour would be of no use. as
the shot's AP is equal to or k:roNer than his armour save.
The force field grants a 4+ invulnerable save. However,
the fortified building grants a 3+ cover save. Neither of
these saves is affected by the AP of the weapon so the
Chaplain uses the cover save to give him the best
chance of surviving.

If a unit can benefit from different types of cover, for
example being behind a hedge (5+ cover save) and a
low wall (4+), the unit uses the best cover saVE!
available On this case 4+).

MAXIMUM SAVE
Some models gain additional benefits from rules that
may increase any of their saves by +1 or +2. However,
no save (armour, cover or invulnerable) can ever be
improved beyond 2+. A roll of 1 always fails.

IREMOVE CASUALTIES
For every model that fails its save, the unit suffers an
unsaved wound. Of course this also includes wounds
against which no save can be attempted. such as those
from weapons with very high AP. Most models have a
single Wound on their profile, in which case for each
unsaved wound one model is immediately removed
from the table as a casualty. As long as all the models
in the unit have the same profile, special rules.
weapons and wargear, the player who owns the unit
can choose which of his models is removed.

Note that any model in the target unit can be hit,
wounded and taken off as a casualty, even models that
are completely out of sight or out of range of all of the
firers. This may seem slightly strange. but it represents
the fact that the real action on the battlefield is not as
static as our models. In reality the warriors, both the
firers and the targets, would be moving around and
real bullets have a nasty habit of ricocheting or simply
going through covering terrain!

Casualties are not necessarily dead - they may be
merely knock.ed unconscious, too injured to carry on
fighting or incapacitated in other some way. In any
case, they are no longer fit to participate in the battle.
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We find that the clearest way of doing this is to literally
pick up the dice that have scored wounds and place
them next to the models that they have wounded. It is
still important to know which weapon has caused
which wound. because they may negate the target's
save, so sticking with the same coloured dice used
when rolling to hit will really help.

The diagram below shows an example of how this
process works. You'll find that it is quite intuitive once
you have tried it a few times.

TAKING SAVING THROWS
Having allocated the wounds, all of the models in the
unit that are identical in gaming terms take their saving
throws at the same time. in one batch. Casualties can
then be chosen by the owning player from amongst
these identical models. If there is another group of
identical models in the unit. the player then takes all of
their saves in one batch. and so on.

the spare wound on a Space Marine with a bo/ter, and then
two ncxmaI wounds on every orher model. He is tJying to
minimise the damage by allocaung both the worn wound
(the meItilgun's) and the spare wound on the same model.

He goes on to roll the four SoM!S fcx the Space Marines with
boIters in one go. failing two. He should remo.oe three
models (tv,(j unsaved wounds plus one~ with no
armour save from the meltagunJ. but as there are~ MO

models in this group of idenDcaI models, he just remow.'S

them both. Then he roIfs the four SoM!S fcx the Space
Marines with missile IiIunchers in one go. failing one and
fl'mlMiJg one of the~ Finally he take> the tv,(j SoM!S

for the \toteriln Sergeant pas:sW'Ig both.
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Finally. the player rolls separately for each model that
stands out in gaming terms. If one of these different
models suffers an unsaved INOUnd. then that specific
model must be removed. Note that if a model carrying
a different weapon to the rest of the unit is killed and
removed. his squad-members are not allowed to pick
up his gun. We can assume that he was the only one
trained to use the weapon. or that the weapon itself
has been damaged and is now useless.

Allocating wounds on complex units

~ ... I:)
-re:e1. ~

This Space Marine Dt>vastator combat squad cortSists of five
models: rv.o Space Marines armed with boItoo. two armed
Mrh missile launcherI and one lktetan 5ergeant (who has a
cfffM!nt profile and wargear from the rest of the squad).
1hey are hir by a volley from a neatby enemy squad and
~ ekYen wounds - ten wounds from weapons- v.fJose
AI' is nor high enough ro pierce their armour, and one from
a~ that can (e.g. an API meItagun). This amounts to
~ wounds per model and a singJe spare ~nd.

The player controlling the Space Marines picks up the dice
thar scored a wound and uses them to show how he is
goi'lg to aDocare the wounds (shov.In abc:we). He allocates
0'IIl' normal wound. the meItagvn one (the grey rJkp) and

Once all models in the target unit have one wound
allocated to them. the process is repeated and the
player must allocate a second wound to aU models in
the target unit before he can allocate a third wound to
a model. and so 00. until alllNOUnds from the firing
unit have been allocated.

The rules for taking saving throws and removing
casualties. as presented so far, assume that all the
models in the target unit are identical in gaming terms.
By this we mean they have the same profile of
charaaeristics. the same special rules and the same
weapons and wargear.

Once the number of wounds caused by the firing unit
has been determined, the player controlling the target
unit must decide which models have been wounded.
allocating the wounds to the warri0f5 of their choke.
Remember that any rnc:x:JeI in the unit can be wounded.
not just those in range or in view.

The player must allocate one wound to each model in
the target unit before he can allocate a second wound
10 the same model.

COMPLEX UNITS

Of course many units include different models. and
when this is the case an extra step is needed to
determine which warriors have been hit by which
weapons. This is worked out as follows:



MULTlPLE·WOUND MODELS
Especially tough and heroic individuals such as Space
Marine commanders. or horrendous alien monstrosities
such as Tyranid Hive Tyrants. can sustain more damage
than ordinary troopers and keep 00 fighting. To stlO'N
this, they have more than one Wound on their
characteristic profile.

When such a multiple-wound model suffers an unsaved
.....'ol,lnd, it loses one Wound from its profile. Once the
model has lost all of its Wounds, it is removed as a
casualty (so a model with 3 Wounds would only be
killed after it had been wounded three times). Keep
tfack of how many wounds such models have suffered
on Cl piece of scrap paper, or by placing a dice or
marker next to them.

INSTANT DEATH
Even though a creature might have multiple Wounds,
there are plenty of weapons in the 41st Millennium
that are powerful enough to kill it instantly. If a model
suffers an unsaved wound from an attack that has a
Strength value of double its Toughness value or greater,
it is killed outright and removed as a casualty. It can be
imagined that the creature is vapourised, burned to a
pile of ash, blasted limb from limb or otherwise
monally slain in a suitably graphic fashion.

Example: a Space Marine Captain is Toughness 4 and
has 3 Wounds. Ordinarily. he could survive being
wounded twice before being removed as a casualty on
the third wound suffered. However, if he IoVeff' to have
the misfortune ro be wounded by a krak missile
(Strength 8 - normally used for knocking out battle
ranks), he would become a casualty immediately
because the missile's Strength is double his Toughness.

Some models can gain improvements to their
Toughness by using wargear items like bikes, Chaos
Marks, etc. When it comes to instant death, such
bonuses do not count (ie, riding a bike won't save you
from being obliterated by a lascannon blast!). In these
cases two values will be shown for the Toughness
characteristic of the model, one of which is in brackets.
Use the lowest value for working out instant death.

BURN THE HERETIC!

KILL THE MUTANT!

PURCE THE UNCLEAN!

UNITS OF MULTIPLE-WOUND MODELS
Units consisting of models with multiple wounds Ofl

their profile, such as Tyranid Warriors and ark Nobz,
are quite rare. WorIcing out how to allocate wounds
and remove casualties from such units can be quite
complex, so if you don't have any in your army, feel
free not to finish reading this page!

If a unit consists entirely of models that are identical in
gaming terms and have multiple wounds, then take all
the saves for the unit in one go.

If the unit includes different models, first allocate the
wounds suffered. Then take saves for identical models
at the same time as normal.

Once you have determined the number of unsaved
wounds suffered by a group of identical multiple­
wound models, you must remove whole models as
casualties where possible. Wounds may not be 'spread
around' to avoid removing models. Track any excess
wounds with a note or a marker as noted above.
Multiple-wound models in the unit that are unique are
rolled for individually and their unsaved wounds must
be re<orded separately.

For exampJe, let us exiJmine a unit of four Ork Nobz.
which have 2 Wounds each. Three of the Nobz are
identical, while one has been upgraded with a better
weapon. If the unit suffers nine wounds. the player
must allocate two OIl each model, leaving a spare
wound that he will allocate on a normal Nob. The
player then rakes seven saves for the three normal
Nobz. failing three. He cannot put a single wound on
each Nob, but must remove one model as well as
recording rhat one normal Nob has suffered a wound.
He rhen takes the two saves for the upgraded Nob and
fails one, so he must record that the upgraded Nob has
suffered a wound as well. The unit is then fired upon
by another enemy and suffers a single wound. This will
automatically kill the wounded Nob and cannot be
allocated to the remaining healthy Nob.

If amongst the unsaved wounds there are some that
inflict instant death, the player must first, if possible,
remove one unwounded model for each unsaved
wound that causes instant death, and then proceed as
normal (this is done for each group of identical
multiple-wound models). This rule is designed to stop
players avoiding single wounds by puning them on a
model that has suffered instant death anyway.

In the example above, if one of the three unsaved
wounds on the normal Nobz caused instant death, the
player would remove one unwounded Nob for that
wound and then another normal Nob for the remaining
two unsaved wounds. This would leave only one
normal Nob and the upgraded Nob, which suffered
one wound.
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WEAPONS
By the 41st Millennium, warfare has
spawned innumerable weapons, ranging in
capability from the simple but efficient
laspistol to the barely controllable energies
of the plasma cannon. In this section we
describe how characteristics and special rules
Nflect the differences between different
weapons.

Every weapon has a profile that consists of several
elements. for example:

kne Maximum Strength Armour 1YPe
Rilnge Piercing

Bohgun 24' 4 5 Rapid Fire

MAXIMUM RANGE
Ianges are all given in inches. If the weapon's range is
gI'lIel1 as 'Template' therI the weapon fires using the
teardrop-shaped Flamer template (the exact method is
eplajned later).

STRENGTH
It6 explained in the Shooting rules. when rolling to
W)Und for shooting hits. you use the weapon'"
SlRngth rather than the firer's.

MMOUR PIERCING (AP)
value shO'NS how good the weapon is at punching

h armour. The lower the number. the better the
n is at piercing armour, cancelling the target's
r save. See the Shooting rules for more on
r saves and AP values.

E
weapons are classified as either Rapid Fire. Pistol,

It. Heavy or Ordnance. These rules (found
f) are a measure of the weapon's portability and

the way it can be fired in relation to the model's
"""oment during that turn's Movement phase.

weapons such as storm bolters and multi-lasers
multiple shots. Where this is the case the number

shots a weapon fires is noted after its type. For
• a multi-laser fires three shots in each Shooting

so its type is noted as Heavy 3.

,",,_er that the player can decide that any model in
unit is not going to fire its weapon. However, if
does fire, it must do so at full effect and

reduce its weapon's firepower (for example, it
fire only two shots from its Heavy 3 weapon).

weapons may be able to fire in different ways.
. different power senings or different types
. Vw'here this is the case, there will be a
!ne in the weapon's profile for each.

ADDITIONAL CHARACTERISTICS
In addition to its type, a weapon may have some
additional characteristics that define the way they
work. These are added to the weapon type in the
weapon's profile. and include characteristics like 'gets
hot!' or 'blast'. A weapon may have any number of
these characteristics in addition to its type.

To • S!"cc M"iDe. tb, boltguD
is far more thl.D I. wupoo: it is 1-0

iostrumeot of MI-okiod's divinity,
tbe bringer of datb to bis foes.
Its bowling him is I- puyer to the
gods of milk
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WEAPON TYPES

RAPID FIRE WEAPONS
Rapid fire weapons are very common and usually come
in the form of semi-automatic rifles. Their versatility
means they can be fired effectively 'from the hip' when
a squad is advancing, spraying shots into the enemy
whenever they present themselves, or instead used for
aimed single shots against targets at greater distances.

Models armed with a rapid fire weapon can move and
fire two shots at targets up to 12" away.

ASSAULT WEAPONS
Assault weapons are fired by warriors as they move
forward into the attack. They either fire so rapidly or
are so indiscriminate that you don't have to do much
more than point and shoot. For example, a flamer is a
weapon that fires a fan-shaped gout of burning fuel,
so it's just as accurate whether you are moving and
firing or not. This means they are very good for moving
and assaulting things... hence the name!

Assault weapons shoot the number of times indicated ~

whether you move or not and regardless of range.

Models carrying assault weapons can fire them in the
Shooting phase and still assault into close combat in
the Assault phase.

If the unit has not moved, models armed with rapid fire
weapons may instead fire one shot at targets over 12·
away, up to the weapons' maximum range. If such a
unit is found to have firing models both within 12" of
the target and further away, the firers within 12· will
fire two shots, while those further away will fire one.

Examp'e
Big Shoola

Range S
36" 5

AP Type
5 Assault 3

Models that shoot with rapid fire weapons in the
Shooting phase cannot assault into close combat in the
ensuing Assault phase.

Example
Boltgun

Range S
24" 4

AP Type
5 Rapid Fire

Look to your wargcar!

r

RAPID FIRE WEAPONS (firer may not assault)

Stationary ~-------------------------------..
--------------------------------~

- - -- -- - - - - - - -- -- -- -- -- - - -- -- ---~ Muimum rangoe =1 shot
Up to 12- .. Zsnob

If a model using a rapid fire weapon remains
stationary it can fire two shots up to 12", but

Moving ~-------------------------------.. only one shot up to the weapon's maximum

-------------------------------~ range. If the model moves then it can only
Up to 1r =2 shots fire two shots up to a range of 12".

ASSAULT WEAPONS (firer may assault)

Stationary

~- -- -- -;;.~;;;"::,~:;-.- :f-':~- ---- --..
An assault weapon can alwa)S shoot the

"d number of times indicated and up to its

Moving maximum range, regardless of whether the
firer moved Of not.

HEAVY WEAPONS (firer may not assault)

Stationary ~------------------------------------------------------------------..
Muimum range of M!apon

If a model with a heavy weapon remains

~
stationary it can fire the number of times

Moving May not shoot
indicated and up to the maximum range of
the weapon. If the model (or his unit) moved,
however, it cannot shoot that weapon.
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., -5 Assault I
...... S

Template 4

The Space Marine player positions the
templatE' so that it scores the marimum
amount of hits (in this case thrre)-

Example

Flamer

THE RULES SECTION: Weapons 29

Multiple template weapons
If a unit is firing more than one template weapon.
resolve each shot. one at a time, as described above,
determining and recording how many hits are scored
by each template. Finally, fire any other weapon in the
unit, then add up all of the hits and roll to wound.

Template weapons

TEMPLATE
These are particularly indiscriminate short-ranged
devices, such as flame throwers. which affect a broad.
cone-shaped area represented by a template (see
diagram). They are indicated by having the word
'template' for their range instead of a number.

Instead of rolling to hit, simply place the template so
that its narrow end is touching the base of the model
firing it and the rest of the template covers as many
models as possible in the target unit without touching
any friendly models. Against vehicles. the template
must be placed to cover as much of the vehicle as
possible without also touching a friendly model. Any
models fully or partially under the template are hit.
Against vehicles. use the direction of the firer to
determine which armour facing is attacked. Because
template weapons bathe the area in burning fuel. cover
saves are ignored wherI resolving wounds. even by
models inside area terrainl Wounds inflicted by
template weapons do not have to be allocated on the
models actually CCM!red by the template. but can be
put onto any model in the unit.

These extra weapon charaaeristics are represented by
additional rules that are added to a weapon's type.

fADDITIONAl WEAPON
CHARACTERISTICS

Range S AP Type
72' 8 3 OrdnancE' 1.

LargE'B1ast

Range S AP Type
12" 4 5 Pistol

Range 5 AP TYPe
48' 9 2 Heavy 1

Example

Bolt Pistol

Example

""""000

........
Iit*Cannon

All pistols are effectively Assault 1 weapons with a
range of 12' (unless differently specified in their
profile). In addition a pistol counts as a close combat
weapon in the Assault phase.

tf a unit moves then it cannot shoot heavy weapons­
they either move or shoot. but not both. Remember
that if any models move, their whole unit counts as
having moved for that turn, and this will prevent
models with heavy weapons from firing even if those
specifIC models stayed still. When shooting. heavy
weapons always fire the number of times indicated
regardless of range. They are very good for laying
dovom long range supporting fire or taking out tanks
and monstrous creatures. Units that fire heavy weapons
., the Shooting phase may not assault into close
combat in the Assault phase.

PISTOL WEAPONS
Pistol weapons are light enough to be carried and fired
Of'leohanded. but as they often have a less powerful
charge, their range is limited. On the plus side. they are
handy enough to allow a trooper to fight in close
combat with a combination of a pistol and sword, axe
or other close combat weapon.

ORDNANCE WEAPONS
Ordnance weapons are so huge and powerful that they
QIll"lOt be physically carried by infantry, but must be
mounted onto a vehicle or be built into the structure of
• bunk.er or fortress. Their rules are covered in the
\l!hides section on pages 58 and 60.

HEAVY WEAPONS
These are heavy, man-portable weapons, such as
missile launchers, or lighter weapons that require
reloading between each shot. careful set-up or bracing
against their considerable recoi1.



The Spacf' Marine player rolled a hit, so the blast marker
is If'ft in pIacf', scoring three hits on the Ort unir.

Large blasts
There are two sizes of blast marker: the normal one
(3· diameter) and the large one (5· diameter). This is
clearly indicated in the weapon's profile. Both types of
blast marker use exactly the same rules.

H"'.....•
I.!!.< .. )

< •,

~--_._--::.....

(@>
v

Blast weapons

Next, check if the shot has landed on target. If the hole
at the centre of the marker is beyond the weapon's
maximum range, the shot is an automatic miss and the
marker is removed.

BLAST
Blast weapons fire shells, missiles or bolts of energy
that explOOe on impact.

If the target is in range, the large area affected by the
blast means it's going to be very hard to miss
completely. Nonetheless. the shot may not land exactly
where it was intended to. Roll the scaner dice and 206
to see where the shot lands. If the scatter dice rolls a
hit symbol the shot lands on target (ignore the 2D6). If
an arrow is rolled, the marker is shifted in the direction
shown by the arrow a number of inches equal to the
total of the 2D6 minus the firing model's BS (to a
minimum of 0).

When firing a blast weapon, models do not roll to hit.
instead just pick one enemy model visible to the firer
and place the blast marker (see diagram) with its hole
ovef the base of the target model, or its hull if it is a
vehicle. You may not place the marker so that the base
or hull of any of your own models is even grazed by it.

For example, a 854 Space Man·ne fires a frag missile
and rolls an arrow result on the scatter dice. The 206
roll is a 7, so the blast is moved 3· (7 minus 4) in the
direction indicated by the arrow.

Note that it is possible, and absolutely fine, for a
scattering shot to land beyond the weapon's range and
line of sight, representing the chance of ricochets, the
missile blasting through cover and other random
chance. In these cases hits are worked out as normal,
and can hit units out of range and sight (or even your
own troops, or models locked in combat).

If the shot scatters so that the hole in the centre of the
marker is beyond the table's edge, the shot is a
complete miss and is discarded.

Once the final positioo of the blast marker has been
determined, take a good look at the blast marker from
above - all models whose bases are completely or
partially covered by the blast marker are hit (as shown
in the diagram).

Once the number of hits inflicted on the unit have
been worked out, the firer rolls to wound as normal
and then the controlling player may allocate these
wounds on any model in the unit, not just the ones
under the marker.

Multiple blasts
If a unit is firing more than one blast weapon (for
example, four Space Marine Devastators fire four frag
missiles at an enemy), resolve each shot, one at the
time, as described above, determining and recording
how many hits are scored by each blast marker.
Finally fire any other weapon in the unit, then add all
of the hits together and roll to wound as normal.

Blast weapons and re-rolls
If a model has the ability to re-roU its rolls to hit and
chooses to do SO after firing a blast weapon, the player
must re-roll both the scatter dice and the 2D6.

Scatletfng _ mMIc.,.
When rolling a scatter a dice to determine where
a shot lands, you may have to tnOve the blast
marker several inches away from its intended
position, If there ate other potenriaf targets
nearby (and there often are!). it is quite normal
for players to disagree on exacfly where the blast
marker should end up. This is because sitting at
the opposite side of the table tends to give them
a different point of view on the relative direction
of the arrow on the scatter dice (and the wind
always seems to nudge the blast marker slightly
towards enemy models.. ,).

Example
Missile
Launcher (frag)

Range S AP "TYpe
48" 4 6 Heavy 1,

B1."

To reduce this 'parallax error' we find that it's
considerably more practical to roll the scatter dice
as dose as possible to the target pointl
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If a unit other than a vehide suffers any unsaved
wounds from a pinning weapon, it must immediately
take a Pinning test. This is a normal Leadership test.

As long as the tests are passed. a unit may be called
upon to take multiple Pinning tests in a single turn,
but if a unit has already gone to ground, no further
Pinning tests are taken.

binge S AP Type

36' X 6 Heavy 1,

sru""
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Range S AP Type

24" 6 4 Heavy 4,
Rending

Example
Sniper rifle

Example
Assault cannoo

Against vehicles, sniper weapons count as Strength 3,
which, combined with the rending rule, represents their
chances of successfulty hitting exposed crf?W, vision
ports, fuel or ammo storage, etc.

Sniper hits wound on a roll of 4+, regardless of the
victim's Toughness. In addition, all sniper weapons are
also rending and pinning weapons (see above).

SNIPER
These deadly weapons can be used to pick out a
target's weak or vulnerable points.

Any roll to wound of 6 with a rending weapon
automatically causes a wound, regardless of the target's
Toughness, and counts as AP2. Against vehicles, an
armour penetration roll of 6 allows a further 03 to be
roUed, with the result added to the total score.

RENDING
In the right circumstances, rending weapons have a
chance of piercing any armour with a hail of shots.
pinpoint accuracy or diamond-hard ammunition.

A set of twin-linked weapons count as a single weapon
of that type, but to represent their fusillade of fire you
may rNoll the dice to hit if you miss ~nduding twin­
linked blast weapons). In other words, twin-linked
weapons don't get more shots than noonal ones, but
you get a better chance of hitting with them.

TWIN-LINKED
Weapons are sometimes linked to fire together in order
to increase the chances of scoring a hit through the
crude expedient of blasting more shots at the target.

Example: A Space Marine Land Raider is firing its twin­
linked heavy boIters at an enemy. It gets three shots (as
heavy boIters are Heavy 3) and may re-roIJ any to hit
dice which don't score a 3 or higher (which is a hit for
a Space Marine's BS of 4) because the weapons are
twin-linked.

TMn·linked template weapons
Twin-linked template weapons are fired just like a
single weapon, but they can re-roll the dice to wound.
When fired against a vehICle, you may re-roll the
armour penetration dice instead.

Range S AP Type

24" 7 2 Rapid Fire,
Gets Hotl

Example
Plasma gun

PINNING
Coming under fire without knowing where the shots
are coming from is extremely shocking, making
troopers throw themselves flat and hug cover as much
as possible. Sniper fire and barrages are the most
common causes of this.

GETS HOT!
'Gets hot!' represents the penchant of certain unstable
weapons for overloading and badly burning their user.
Roll to hit as normal. except that you must roll to hit
even if the target is found to be out of range. For each
result of a 1 rolled on its to hit rolls, the firing model
suffers a wound (normal saves apply). Be<ause of their
-xfitional cooling systems, weapons on vehicles are not
.tfected by this rule.

If the special rules of a unit specify that the unit can
never be pinned, the unit always automatically passes
Pinning tests. Such units can still choose to go to
ground voluntarity.

&Its Hot! and blast weapons
-.ast weapons do not roll to hit, so you must always
1'01I a 06 before firing a Gets Hot! blast weapon to
check if the weapon overheats. If you roll a 1, the
weapon gets hot, it does not fire, and the firing model
suffers a wound (normal saves apply). Otherwise the
shot is resolved as normal.

&Its Hot! and re-rolls
• a model has the ability to re-roll its rolls to hit
~ing because of BS 6+), it may re-roll Gets Hot!
II5UIts of 1 without suffering a wound, unless the
.ut of the rNoll is a 1 as well.

If the unit fail's the test. it is immediately forced to go
to ground (as described on page 24). As the unit has
already taken its saves, going to ground does not
protect it against the fire of the pinning weapon that
caused the test (0( indeed of any other weapon fired
by the same unit that phase) - it's too late!



BARRAGE
Certain weapons launch their shells high up into the air
so that they plunge down upon their target. passing
over any intervening cover en route and even striking
targets that are out of sight.

Once all of the markers are in place, WOI'"K out the
number of hits scored for each blast marker as usual
for blast weapons and therl roll to wound as normal.

THE RULES SECTION: Weapons

All barrage weapons use blast markers and
consequently use the rules for blast weapons, with the
following exceptions:

Range S AP Type

36" 8 2 Heavy 1,
Lance

Range 5 AP Type
12" 8 1 Assault 1,......

Example
Bright lance

Example

Meltagun

0~

CD~

CDrs?:
The original mafket' (1) scores a hit and does not 5C<Itret;

while arrows are rolled fof the secorrd (2) and thifd (3)

m.ri~ which are placed accordirIgiy. The~ of hits
sc.ored is """'fried out separclt~ for eiKh mafker: and i'I this
case the salvo scores a tor;J/ ofnne hits 011 the ril If. for
~ a hit had bef>n rolled lot the rhird tniNtet' .instead;

the player could have placed ;r~ i'I contact with or
O¥ff marl:ers , and 2, E'Io'M direcrJy on tt¥J of the rim
marl::er (as long as ;r causes the most hits on the targer). If
he did so. the sa/K) would ha\IP caused a total of reo hits

instead of the ninf? CiIUSf!d in the eumpIe a/:loIIe.

MELTA
Melta weapons are lethal. short-ranged 'heat rays'.
They roll an extra 06 when rolling to penetrate a
vehicle's Armour Value at half range or less. If the
weapon is more than half its maximum range away, a
single 06 is rolled as normal. See the Vehicles rules
later for more details on armour penetration.

Multiple barrage weapons

LANCE
These weapons fire a coherent, focused beam that can
bore through any armour, regardless of its thickness.
Due to their unique nature, lance weapons count
vehicle Armour Values higher than 12 as 12.

Range 5 AP lYpe
48" 5 5 Heavy 1,

Blast, Barrage

Example
Lobba

Once the first marker is placed, roll a scatter dice for
each other barrage weapon fired by the unit. If an
arrow is rolled, place the marker in the direction
indicated so that it is adja<ent and touching the edge
of the first marker placed (as shov.tn in the diagram).
If a hit is rolled, the firing player places the marker so
that it touches any part of any marker in the salvo that
has already been placed. Note that it is perfectly fine if,
through this process, some markers are placed
overlapping one another.

Multiple barrages
If a unit has more than one barrage weapon, they are
all fired together in a salvo, as follows:

• Barrage weapons can fire at a target they cannot see,
but if they do this, the BS of the firer makes no
difference and the blast marker scatters a full 206"
if an arrow is rolled on the scatter dice.

First place the blast marker for the weapon in the firing
unit that is dosest to the target. If the target is in
range, roll for any scatter as described aOOve.

• Death raining from the sky is cl truly terrifying
experience, therefore all barrage weapons are
pinning weapons as well (see Pinning).

• Some barrage weapons have a minimum range as
well as a maximum range (e.g. Range: 12"- 48").
If the centre of the marker is pla<ed by the firer
within the minimum range (before rolling for scatter),
the shot misses automatically and is removed.

• To determine if a unit wounded by a barrage weapon
is allowed a cover save, always assume the shot is
coming from the centre of the marker. instead of
from the firing model. Remember that models in area
terrain get their cover save regardless of the direction
the shot is coming from.

Note that in older Codex books barrage weapons were
identified by having a G (guess) before their range (e.g.
Range: G48°). This is the same as having the word
'barrage' under their Type.



THE ASSAULT PHASE
While firepower alone may be enough to
drive an enemy back from open ground or
Wghtty held positions. shifting a determined
foe from a fortified bunker or ruined
settlement will need sterner measures. In an
assault. troops storm forward. screaming
their battJe cries. eager to strike at their foes
with knives. claws. bayonets or gun butts in
11 desperate dose combat.

ASSAULT PHASE SUMMARY

I Move assaulting units
• Pick a unit.
• Declare which enemy unit it is going

to assault.
• Move the assaulting unit.
• Pick another unit and repeat the above

until all assaulting units have moved.

2 Defende" react
• The opponent picks one of his units that

have been assaulted.
• The opponent moves all of the models in the

unit into base contad with the enemy, or at
least into position to be engaged.

• Pick another unit and repeat until all
assaulted units have moved.

3 Resolve combats
• Pick a combat.
• Fight close combat. Engaged models roll to

hit and to wound in Initiative order. Their
opponents take saving throws as required.

• Determine assault results. Total up wounds
inflicted. The side that inflicted the most
wounds overall in the combat is the winner.

• Loser che<ks morale. The loser has to pass a
Morale che<k or fall back. If the loser passes
the test, go directly to pile-in.

• Sweeping advances. fall backs and
consolidations. Units falling back from close
combat must test to see if they slJ(cessfully
break off, if they fail they are destroyed. The
winners may then consolidate their position.

• Pile-in! If units are still locked in dose
combat, then any models not engaged are
moved towards the enemy to continue the
fight next turn.

• Pick another combat and repeat until all
combats have been resolved.

!DEClARE ASSAULTS
The maximum distance most units can move during an
assault is 6·. As you cannot measure the distance to
the enemy before declaring the assault, if you misjudge
the distance and the unit is unable to reach its target,
then the unit does not move and that assault is
igllOfed. Bear in mind that models may have to expend
some of their movement to move around impassable
terrain or other models in order to reach their enemy.

DiSAllOWED ASSAULTS
Units are not allowed to assault if:

• They are already locked in dose combat.
• They ran in the Shooting phase (see page 16).
• They have gone to ground (see page 24).
• They shot rapid fire weapons or heavy weapons in

the Shooting phase (see page 28).
• They are falling back (see page 45).

In addition to the above, a unit that fired in the
Shooting phase can only assault the unit that it shot at
- it cannot assault a different unit to the one it
previously shot at. However, see the exception over the
page for multiple targets.
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MOVE ASSAUlTING UNITS
Assaulting units must now move into dose combat
with the unit they have declared an assault against.
A player must move all of the models in each assaulting
unit before moving on to the next unit. The assaulting
player decides the order in which his units will move.

MOVING ASSAULTING MODELS
All of the models in an assaulting unit make their
assault move following the same rules as in the
Movement phase, with the exception that they may be
moved within l' of enemy models. This means that
assaulting models may still not move through friendly
or enemy models. may not pass through gaps narrower
than their base, and may not move into base contact
with enemy models from a Unit they are not assaulting.

Assaulting unitS must attempt to engage as many
opposing models as possible with as many of their
models as possible - no holding back! Start each
assault by moving a single model from the assaulting
unit. The model selected must be the one closest to the
enemy (going around impassable terrain, friendly
models and enemy models in units not being
assaulted). Move the model into contact with the
nearest enemy model in the unit being assaulted, using
the shortest possible route. Roll for difficult or
dangerous terrain if necessary, and if the model is killed
by a dangerous terrain test, start the assault again with
the next dosest model. If the closest model is found
not to be wrthln move distance to the enemy, that
assault does not happen and no model is moved.

If the enemy is within range, then the assault move
continues. After moving the first model m the unit, you
can move the others in any sequence you desire. There
are some constraints on their movement though:

• The most important one is that each model must end
Its assault move in coherency with another model in
Its own unit that has already moved.

• If possible, the model must move into base contact
With any enemy model within reach that IS not
<Jlready in base contact with an assaulting model.

• .;: tnere are no such IT'I<X!eIs in reach. the model must
"rI(JYe into base cootact with an enemy model that is
~ in base contact with an assaulting model.

• . <J model cannot reach any enemy models, it must
to move within 2· of one of its own unit's models
t IS already in base contad with an enemy.

• is impossible, it must Simply stay in coherency.

'oIow this sequence you will end up with all the
III the assaulting unit in unit coherency. having
~ as many enemy models as possible with as

assaulting models. as possible.
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ASSAULTING MULTIPLE ENEMY UNITS
As you move assaulting models, you may find it is
possible to reach other enemy units that are close to
the ooe you are assaulting.

As usual the closest attacking model must be moved to
contact the closest model in the enemy unit against
which the assault was declared. Then remaining models
can assault models belonging to other enemy units, as
long as they keep following the rules for moving
assaulting models. Remember that the assaulting unit is
not allowed to break its unit coherency, and this will
obviously limit the potential for this kind of assault.

If the assaulting unit shot in the Shooting phase then it
must declare its assault against the unit it shot at, but It
can engage other enemies as described here.

DEFENDERS REACT
When their comrades come under attack, the
remaining troopers rush forward to bolster the defence.

After all assault moves have been made, the player
controlling the units that have been assaulted this turn
must move any member of these units that is not yet in
base contact with a foe towards the enemy.

These models move up to 6· in an attempt to move
into base contact with an enemy. This follows the same
rules as moving assaulting models, except that models
are not slowed by difficult terrain and do not take
dangerous terrain tests. Also. this move may not be
used to contact enemy units that are not currently
involved in the assault.

FIGHTING A ClOSE COMBAT
How effective creatures are in close combat depends
almost entirely on their physical charaderistics - in
other words how fast, strong, tough and ferocious they
are. In close combat, armour remains as useful as ever
for warding off blows and shots, but ranged weaponry
becomes a secondary consideration - the best gun in
the galaxy 'NOn't help If your opponent is bashing your
brains out with a rock.1

In close combat, both players' models fight. Attacks in
dose combat work like shots in shooting - each attack
that hits has a chance to wound. The wounded model
gets a chance to save, and if it fails is (generally)
removed as a casualty. How many blows are struck and
who strikes first is detailed later.

There may be several separate assaults being fought
simultaneously in different parts of the battlefield.
If this is the case. the player whose turn it is can choose
the order in which to resolve the combats. completing
each combat befOf'e moving on to the next one. and so
on until all combats are resolved.



WHO CAN FIGHT?
Close combat is a swirling melee of troops leaping,
spinning, hacking and slashing at one another. As well
as fighting hand-tc-hand, warriors will be firing pistols
at point blank range at any target that presents itself.

Units that have one or more model in base contact
with enemies are said to be 'locked in combat'. Within
such units, the following models are said to be
'engaged' and must fight:

• Models in base contact with any enemy models.

Models within 2· of at least one model in their unit
that is in base contad with any enemy models.

All engaged models will fight in this turn's Assault
phase with their full number of Attacks and use any
special close combat attack they have. Any models left
unengaged because they are too far from an enemy
model cannot attack this turn. However, they can still
be killed by the enemy, and the result of the combat
will stilt affect them.

Working out which models are engaged in combat is
done at the start of the fight, and will not change until
Its end, but casualties may make it difficult to
remember as the fight continues, especially in a large
combat. To make the distinction clear, you may find it
useful to turn unengaged models so that they are
facing away from their opponents. This will help you to
remember once the dice start rolling.

Engaged models

All of the Gretchin in base contact with a Space Marine,
and the ones within 2" of an Gretchin rhat is in base
contact with a Space Marine are engaged and can
therefore attack. The remaining Gretchin, shown in a
lighter tone of grey, cannot attack.
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WHO STRIKES FIRST?
It's all in the reflexes when it comes to close combat­
slow. lumbering opponents can be dispatched quickly
by a faster and more agile foe. Unfortunately, many
cumbersome opponents, such as Orks. are tough
enough to withstand a vicious pummelling and keep
coming back for more.

In close combat, a model's Initiative characteristic
determines who attacks first. Work your way through
the Initiative values of the models engaged in the
combat, starting with the highest and ending with the
lowest Models make their attacks when their Initiative
value is reached, assuming they haven't already been
killed by a model with a higher Initiative! If both sides
have models with the same Initiative value, their attacks
are made simultaneously. Note that certain situations,
abilities and weapons can modify a model's Initiative.

For example, a squad of Space Marines (Initiative 4)
including a Vereran Sergeant wirh a power fist (which
reduces his Initiative to 1) assaults a mob of Orks
(Initiative 2). The Space Marines strike first at Initiative
4, followed by the Orks at 2, then the Sergeant strikes
last at Initiative 1.

"Let's stomp some 'umic:sr
Ghughkull Thuh

GRENADES
Grenades in Warhammer 40,000 are generally used
as part of an assault. A well-placed barrage of
grenades can help immeasurably in the vital last few
seconds it takes to overrun an enemy and come to
grips. What follows are some of the most common
types of grenades used in assaults. Any actual
damage done by the grenade is assumed to be taken
into account in the unit's attacks in close combat,
but the unit using them gains the added benefit
described below.

Assault Grenades
(e.g. frag grenades, plasma grenades, and so on)
Assault grenades, like the ubiquitous fragmentation
grenades or the more advanced Eldar plasma
grenades, can be thrown at opponents in cover to
force them to keep their heads down during an
assault. The lethal storm of shrapnel (or the delayed
plasma blast) from these grenades will drive
opponents further under cover for a few precious
moments, allowing attackers more time to close in.
Models equipped with assault grenades don't suffer
the penalty to their Initiative for assaulting enemies
through cover, but fight as normal.

ASSAULTING THROUGH COVER
If, following the rules for moving assaulting models (see
page 34), any model in an assaulting unit will have to
go through difficult or dangerous terrain as part of its
assault move, the unit must take the relevant terrain
test before moving. This has two disadvantages. The
first and most obvious is that such tests might cause
the assault to fail altogether if the closest model cannot
make it into contact with the enemy. Note that if a
model stopped 1• away from the enemy in the
Movement or Shooting phase, it can Assault even if its
unit rolls a double 1 on its difficult terrain test.

The second disadvantage is that warriors who are
assaulting through cover are subject to deadly salvoes
of close range fire as they slowly struggle to get to
grips with their foe and may be ambushed by foes that
are ready for them. To represent this, if an assaulting
unit had to take a difficult or dangerous terrain test
during their assault move, all of its models have their
Initiative value lowered to 1 when attacking, regardless
of other Initiative modifiers. Remember that assaulting
models must try to engage as many enemies as
possible - no holding back to avoid the test!

If all of the enemy units assaulted were already locked
in combat from a previous turn or had gone to ground,
this penalty does not apply as the enemy warriors are
not set to receive the charge, and the unit assaulting
though cover fights at its normal Initiative.

Defensive Grenades
(e.g., photon grenades, etc.)
An example of defensive grenades are the photon
grenades of the Tau, weapons that blind and
disorientate the attacker with multi-spectral light and
a sonic burst. Models assaulting against units
equipped with defensive grenades gain no Assault
Bonus attacks (see opposite). However. if the
defending unit was already locked in combat from a
previous turn, or had gone to ground, these
grenades have no effect and the attackers gain the
Assault Bonus attacks as normal.
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NUMBER OF ATIACKS
As explained earlier, models attack in order of Initiative.
When their Initiative value is reached, models with that
Initiative who are still alive must attack. It does not
matter jf all the enemies that they were engaged with
have been killed - if a model was engaged at the start
the fight (and is still alive when its turn to attack
comes) it can stili attack.

Each engaged model strikes with the number of
Attacks (A) on its characteristics profile, plus the
following bonus attacks:

• +1 Assault Bonus: Engaged models who assaulted
this turn get +1 attack.

• +1 Two Weapons: Engaged models with two single­
handed weapons (typICally a dose combat weapon
and/or pistol In each hand) get an extra +1 attack.
Models with more than two weapons gain no
additional benefit - you only get one eKtra attack,
even if you have more than two weapons.

• Other bonuses: Models may have other special rules
and wargear that confer extra attacks.

Note that bonus attacks are an exception to the rules
for characteristics' maximum modifiers and may bring a
model's total attacks above 101

Example 1: A unit of five Space Marines with bolters
normally roll five dice for their artacks in close combat.
If they were assaulting th~ would roll ten dice
(1 Attack +1 for assaulting = 2 each).

Example 2: A unit of five Orks wirh two close combat
weapons normally roll fifteen dice (2 Attacks +1 for
two weapons). If rhey were assaulting they'd roll
twenty (2 Attacks ... 1 for assaulting ... 1 for two
weapons = 4 each!),

ROLLING TO HIT
To determine whether hits are scored, roll a D6 for each
attack a model gets to make. The dice roll needed to
score a hit on your enemy depends on the relative
Weapon Skills of the attacker and the target. Compare
the WS of the attacking model with the INS of the
target unit and consult the To Hit chart below to find
the minimum score needed on a D6 to hit.

It IS worth explaining the mechanic behind the chart
which is as follows: if the target's INS is lower than the
the attacker's, he hits Of! 3+; if the target's INS is equal
or up to twice as high as the attacker's he hits on 4+,
and If it IS more than lWlce as high he hits on 5+.

Where the same roll to hit is needed, attacks should be
rolled together, as this speeds up the game.

In the previous example. the Ork player would
therefore roll all of his twl?nty attacks together.

Units with different WS
A fe'N Units in Warhammer 40,000 contain models
WIth different Weapon Skill values. Attacks against such
units are resolved using the Weapon Skill of the
majority of the engaged models. If there is no majority
Weapon Skill, use the highest Weapon Skill of the
models engaged.

For example, a mob of 20 Gretchin (lNS2) led by an
Ork Runrherd (WS4) are all engaged in a combat. Since
rhe Grerchin are in the majority, attacks against the
unir are resolved using their WS of 2 - the Runtherd
can't prevent the Gretchin gerting hit. When the
models attack. they calculare their own scores required
ro hir based on rheir individual Weapon Skill. So, when
rhe Grerchin and Runtherd artack their enemies, the
Gretchin will hit based on a comparison of their WS2
and rhe enemy's WS, while the Runtherd will compare
his WS4 with rhe enemy's.

I

TO HIT CHART
Target's Weapon Skill

1 2 3 4 5 6 7 8 9 10
1 4. 4. 5. 5. 5. 5. 5. 5. 5. 5..-

~ 2 3. 4. 4. 4. 5. 5. 5. 5. 5. 5.~

• 3 3. 3. 4• 4. .. 4• 5. 5. 5. 5.0
~ 4 3. 3. 3. 4. 4. 4. 4. 4. 5. 5.0

~ 5 3. 3. 3. 3. 4. .. 4• 4. 4. 4.
.~ 6 3. 3. 3. 3. 3. 4. 4. 4. 4. 4.
• 7 3. 3. 3. 3. 3. 3. 4. 4. 4. 4.~
v
5 8 3. 3. 3. 3. 3. 3. 3. 4. 4. 4.
:i 9 3. 3. 3. 3. 3. 3. 3. 3. 4. 4.

'0 3. 3. 3. 3. 3. 3. 3. 3. 3. 4.

NB. If Cl model has W5 0, all dose combat attacks directed against it Will hit automatically.
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ROLLING TO WOUND
Not all of the attacks that hit their mark will harm the
enemy. They may be parried at the last moment or may
merely inflict a graze or flesh wound. As with shooting,
once you have scored a hit with an attack you must roll
again to see if you score a wound and incapacitate
your foe. Consult the chart below, cross-referencing the
attacker's Strength characteristic (5) with the defender's
Toughness m. The chart. which is the same as the one
in the Shooting section. indicates the minimum value
on a D6 roll required to inflict a wound. In most cases,
when rolling to wound in dose combat, you use the
Strength on the anacker's profile regardless of what
weapon they are using. Some dose combat weapons
give the attacker a Strength bonus - this is explained
later in Special Close Combat Attacks.

In a unit containing models with different Strength
values, roll their attacks separately (they'll quite often
have different Initiative characteristics too).

For example, in a unit containing Gretchin and an
Ork Runtherd, rhe Grerchin's attacks are made with
their puny Srrengrh of 2, but the Runtherd's attacks
use his Strengrh of 3.

Multiple Toughness values
Quite rarely, a unit will contain models that have
different Toughness characteristics. To keep things
simple, roll to wound using the Toughness value of the
majority of the engaged foe. If no majority exists, use
the highest value in the unit.

Know the mutant: kill the mUhnt.

TO WOUND CHART
Toughness

1 2 3 4 S 6 7 8 9 10
1 4+ 5+ 6+ 6+ N N N N N N
2 3+ 4+ 5+ 6+ 6+ N N N N N
3 2+ 3+ 4+ 5+ 6+ 6+ N N N N

~ 4 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N N I-Cl S 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N Ne.. 6 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N~- 7 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+'" 8 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+
9 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+
10 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+

Note that N on the chart means the hit has no effect. A target with the Toughness indicated cannot be harmed by a hit of
such puny Strength. Also note that a roll of , never SCM'S a Wound, regardless of its Strength.
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DETERMINE ASSAULT RESULTS

If both sides suffer the same number of wounds. the
combat is drawn and contInues next turn.

Assaults are usually decisive, one side or the other
quickly gaining the upper hand and forcing back their
foe. Good Leadership can keep a side in the fight, but
the casualties that each side inflicts are usually the most
telling factor. To decide who has won the combat, total
up the number of unsaved wounds inflicted by each
side on their opponents. The side that caused the most
is the winner. The lOSIng SIde must take a Morale check
and will fall back if they fail.

The "'*""""
"'"""" =uoIries
from~

models. so that his
engaged Gretehin
live to strike back.

Removing casualties
in close combat

Either way. all of the models in the target unit can be
hit, wounded and killed. induding those that are not
engaged. This represenu the fact that each fighter is
contributing his shou and blows to the SWIrling combat
while warriors are rushIng forward to replace their
comrades that fall under the blows of the enemy.
Indeed it is a good tactic to allocate wounds on models
that are not engaged. as it will often allow your
engaged models to survive long enough to anack
back I Remember to use different coloured dice or
otherwise mark out the wounds that have different
special rules attached to them (like those inflicting
instant death or those that ignore armour saves), as
you would do in the Shooting phase.

TAKING SAVES
Models struck and wounded in close combat can
attempt armour saves to avoid becoming casualties.
Models usually get to save regardless of the attacker's
Strength, but some especially monstrous creatures and
pow-erful dose combat weapons will punch straight
through armour. Otherwise, the procedure for taking
saves is the same as the one d€scribed for Shooting.

Allocating wounds
After determining the number of wounds inflicted
against a unit at a particular Initiative value. the unit
takes saves and casualties are removed as detailed
below. Just like in the Shooting phase. if all the models
in the unit are the same in gaming terms. you can carry
straight on and roll all the saves in one batch. Otherwise.
wounds are allocated against the target unit by the
controlling player, exactly like the fire of a single enemy
unit during the Shooting phase (refer back to page 25).

Cover does not provide protection in close combat as it
does against shooting. This means that models do not
get cover saves against any wounds suffered in close
combat, and for obvious reasons cannot go to ground.

Remember that even if the rules for a weapon or attack
states that no armour save is allowed, an invulnerable
save may still be made.

REMOVING CASUALTIES
All of the rules for removing shooting casualtIes apply
In dose combat.

If a model becomes a casualty before it has an
opportunity to attack, then it may not strike back.
When striking blows simultaneously, you may find it
more convenient to resolve one side's attacks and
Simply lay wounded models on their side to remind you
that they have yet to attack back.

The Martyr's guve is the
fouodatioo of the Imperium.

Of course, if one side destroys the enemy it wins
automatically, even if it sustained more casualties!

Note that wounds that have been negated by saving
throws or other special rules that have similar effects
do not count. nor do wounds in excess of a model's
Wounds characteristic, only the wounds actually
suffered by enemy models (including all of the Wounds
lost by models that have suffered instant death). In rare
cases certain models can cause wounds on themselves
or their friends - obviousty these wounds are added to
the other side's total for 'NOrking out who has won.

CHECK MORALE
Units that lose a close combat must take a Morale
check to hold their ground, with a penalty depending
on how severe the defeat was (see page 44). If they
pass, the unit fights on - the combat is effectively
drawn and no further account is made of the unit's
defeat (apart from some good-natured taunting by the
winner!). If they fail, they must abandon the fight and
will fall back. Morale checks and falling back are
covered in the Morale section on page 43.
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SWEEPING ADVANCES
When a UM falls back from combat. the victors make a
SweePing Advance. attempting to cut down the
retreating enemies.

Both the unit falling back and the wmnmg unit roll a
D6 and add their InrtiatNe value to the result. Always
count the Initiative value from the model's profile
Without any modifiers. In a UM with mixed Inrtiative
characteristics, count the majonty value. or the highest
If there is no majority.

They then compare their totals.

• If the winner's total is equal or greater they catch the
fleeing enemy with a sweeping advance. The falling
back unit is destroyed. We assume that the already
demoralised foe is comprehensively scattered, ripped
apart or sent p<lcking, its members left either dead,
wounded and captured. or at best fleeing and
hiding. The destroyed unit is removed immediately.
Unless otherwise specified, no save or other special
rule can rescue the unit at this stage; for them the
battle is over.

• If the falling back unlt's total is higher, they break off
from the combat successfully. Make a fall back move
for the losing unit (see page 45). The WInners can
then consolidate as detailed below.

DISALLDWED SWEEPING ADVANCES
If a VIctorious unit is still locked in combat with other
uOltS that are not falling back, It does not get a chance
to execute a sweeping advance and the retreating
enemy falls back safely.

Some troops, as detailed in their entries, are not
allowed to make a sweeping advance - in such cases
the enemy always manage to disengage safely.

PILE-IN!
After the combat been resolved, it might happen that
some models from units that did not fall back from the
combat are not In base contact With an enemy. These
models must make a pile-In movt!.

Just like when defenders react to being assaulted, these
models move up to 6· in an attempt to move into base
contact with an enemy or, If not possible, into a
position in which they are engaged and will be able to
fight. This follows the same rules as moving assaulting
models, except that is not slowed by diffICult terrain
and does not trigger dangerous terrain tests. Also, a
pIle-m move may not be used to contact enemy units
that are not currently involved in the assault.

When making pile-in moves, the player whose turn it
currently is moves first If for some reason (mass
carnage, usually), his model's pile-in moves are

insuffICient to move into base contact WIth any enemy
that was Involved in that fight, the player must still
move them as close as possible to such enemies. The
opponent will then execute his own models' pile-in
moves, back into contact with the enemies they were
fighting. If both units' pile-in moves combined (that's
more than 12" - very unlikely!) would be insufficient to
bring the combatants back together, the assault comes
to an end and both sides may make consolidation
moves instead, as described below.

While a unit IS locked in combat it may only make pile­
in moves and may not otherwise move or shoot.

CONSOLIDATION
At the end of a combat, if a unit's opponents are all
either destroyed or falling back, so that the victorious
unit is no longer locked in combat with any enemy,
they may consolidate. This means that they may move
up to 06" in any direction, as the sudden victory may
leave the warrro raring to storm onward or flat-footed
and dumbfounded, according to the vagaries of fate.

UnitS makmg a consolidate move are nots~ by
difficult terrain and do not trigger dangerous terrain
tests. A consolidation move may not be used to move
into base contact with enemy models, as this can only
be done WIth an assault move. Consolidating models
must therefore stop 1" away from all enemy models,
Indudlng any that might have just fallen back from the
combat that the consolidating unit has fought in.

SHOOTING INTO &
OUT OF ClOSE COMBAT
Models belonging to units locked in combat may not
fire weapons in the Shooting phase. Their attention is
completely taken by the swirling melee. Likewise, while
especially twisted and soulless commanders may wish
their warriors to fire indiscriminately into the middle of
close combats in the hopes of hitting the enemy, this is
not permitted. The events in a close combat move too
quickly and the warriors themselves will be
understandably hesitant about firing on their comrades.

While blast mari:.ers and templates may not be
deliberately placed such that they cover any models
Wed in comb.at, they may end up there after
scattering and will then hit any models they touch
(friends and foes!).

Unrts that are locked In dose combat do not have to
take Morale and Pinning tests caused by shooting; they
are considered to be much too focused on fighting to
be worried about being shot at!

There is DO substitute for zeal.
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MUlTIPLE COMBATS
Combats that involve more than two units are called
'multiple combats' (see the diagram below for an
example). Because of the extra complexity, they need
some additional rules. which are provided on this page.

DEFENDERS REACT
If a unit that is already locked in combat from a
previous turn is assaulted by a new enemy unit, it can
react as normal. Its models must be moved into base
contact with models from any of the units that they are
fighting, n01 just the enemies that just assaulted them.

ATTACKING
In multiple combats, when it is time for a model to
attack, the following extra rules apply:

• Models that were engaged with just one of the
enemy units at the beginning of the combat (before
any model attacked) must attack that unit.

• Models that were engaged with more than one
enemy unit at the beginning of the combat (before
any model attacked) may split their attacks freely
between those units. Declare how they are splitting
their attacks immediately before rolling to hit.

ASSAULT RESULTS
When determining assault results in a multiple combat,
total up the number of wounds inflicted by each side
to see which side is the winner. Every unit on the losing
side has to check their Morale (they all use the same
penalty, as described in the Morale section). After all of
the losing units have taken their Morale checks, any
winning unit that is now free to make a sweeping
advance rolls the dice and compares its total with the
total of each of the falling back enemy units it was
engaged with. Any that it equals or beats are
destroyed. Remember that winning units can only
sweeping advance jf all of the units they were locked
with fall back or are wiped out in the fight.

Multiple combat

Gretchin

Ork Boyz

After assault resolution, all units that were involved in
that multiple combat must make pile-in moves towards
enemies that fought in that combat. If a unit's pile-in
cannot reach any such enemies, the unit must move as
close as possible to the enemy to allow them to pile-in
into contact. If it is impossible, both sides consolidate.

The Space Marines have charged the
Orks and Gretchin. Space Marine f can
choose to attack either the Orks or the
Gretchin (or split his attacks). Space
Marines 6 and 7 can also choose to fight
either enemy unit (or split their attacks),
because they are within 2" of a member
of their own unit who is in base contact
with both enemy units.

Space Marines 2, 3, 4 and 8 can only
attack the units they're in base contact
with. Space Marine 5 can only attack
the Gretchin (as he is only within 2" of
members of his own unit that are in
base contact with the Grerchin).
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CLOSE COMBAT WEAPONS
On the battlefields of the 41 si Millennium, close
combat remains commonplace - seasoned warriors
often bear a deadly array of combat knives and frag
grenades. while specialised assault troops take pistols,
swords and deadly power weapons into battle. In terms
of rules, they are all grouped into either of the
following two categories:

NORMAL CLOSE COMBAT WEAPONS
Weapons like chainswords, rifle butts, combat blades,
bayonets, etc., do not confer any particular bonus to
the model using them. Remember that, in close
combat. pistols count as normal close combat weapons
and so the Strength and AP of the pistol are ignored,

SPECIAL CLOSE COMBAT WEAPONS
These include more complex and powerful weapons
that enhance the wielder's combat skills and confer
bonuses, and sometimes penalties, to the models using
them. The most widely used are listed below:

Power weapons
A power weapon is sheathed in the lethal haze of a
disruptive energy field, which eats through armour,
flesh and bone with ease. Models wounded in close
combat by the attacks of a model armed with a power
weapon are not allowed armour saves.

lightning claws
Lightning claws are commonly used as matched pairs
and consist of a number of blades, each a mini-power
weapon, normally mounted on the back of the hand.
A lightning claw is a power weapon and it also allows
the wielder to re-roll any failed roll to wound.

force weapons
These psychic weapons are described on page 50.

Poisoned weapons
Poisoned weapons range from blades coated in venom
to hypodermic claws. They do not rely on a comparison
of Strength and Toughness to wound - they always
wound on a fixed number, generally shown in brackets.
In most cases this is 4+. Some venoms are so lethal that
the merest drop can kill- these may wound on a 3+,
or even 2+ (as described in the appropriate Codex).
In addition, if the Strength of the wielder is the same
or higher than the Toughness of the victim, the wielder
must re-roll failed rolls to wound in close combat.
These weapons confer no advantage against vehicles.

Power fists
A power fist (or 'power claw') is an armoured gauntlet
surrounded by a disruptive energy field. A power fist is
a power weapon, and also doubles the user's Strength
(up to a maximum of 10). Power fists, however, are
difficult and cumbersome to use, so attacks with a
power fist are always delivered at Initiative 1 (ignore
Initiative bonuses from special rules, wargear, etc.).

Thunder hammers
Thunder hammers release a tremendous blast of energy
when they strike. A thunder hammer uses the same
rules as a power fist. In addition, all models that suffer
an unsaved wound from a thunder hammer and are
not killed will be knocked reeling, reducing their
Initiative to a value of 1 until the end of the next
player's turn. Against vehicles with no Initiative value,
whenever a thunder hammer inflicts any damage result,
it also inflicts a crew shaken result (see page 61).

Rending Weapons
If a model armed with a rending close combat weapon
rolls a 6 on any of his rolls to wound in close combat,
the opponent automatically suffers a wound, regardless
of its Toughness. These wounds count as wounds from
a power weapon. Against vehicles, an armour
penetration roll of 6 allows a further 03 to be rolled,
with the result added to the total score.

Witchblades
These psychically attuned weapons are often carried by
Eldar psykers. All hits scored in close combat by models
armed with a witchblade inflict wounds on a roll of 2+,
regardless of the target's Toughness. Armour saves are
taken as normal. Against vehicles, the wielder of a
witchblade counts his Strength as 9.

FIGHTING WITH TWO
SINGLE-HANDED WEAPONS
Some models are equipped with two single-handed
weapons they can use in close combat, with the rules
given below for the different possible combinations. Of
course, if a model is using a two-handed close combat
weapon (such as a rifle's butt or a two-handed battle
axe), it may not use it together with another weapon.

Two normal close combat weapons
These models gain one bonus attack (see page 37).

Two of the same special weapon
These models gain one additional attack. All of their
attacks, including the bonus attack, use the special
weapon's bonuses and penalties.

A normal and a special weapon
These models gain one additional attack. All of their
attacks, including the bonus attack, benefit from the
special weapon's bonuses.

Power fists, thunder hammers and lightning claws are
an exception to this. Only a second power fist, thunder
hammer or lightning claw can confer a bonus attack to
a model equipped with one of these weapons.

Two different special weapons
When it is their turn to attack, these models must
choose which weapon to use that turn, but they never
get the bonus attack for using two weapons (such is
the penalty for wielding too many complex weapons!).
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MORALE
It is a fortunate commander who can always
rely on his troops to perform fearlessly. In
the chaos and confusion of battle, troops can
easily become demoralised. disoriented or
simply terrified by the violence unleashed
against them. To represent this element of
the unknown, your units of troops have to
check to see it their morale holds under
certain circumstances. As you will have
already gathered. particular events will
require that your troops take a Morale check.
and a unit in particularly dire straits may be
forced to take several Morale checks in a
single turn.

Mol"ale checks are a specifIC kind of leadership test.
Note that leadershIp tests are used for other functions in
Warhammer 40.000, such as using PsychIC powers.

MORALE CHECKS
Morale represents the grit. determination. or
(sometimes) plain stupidity of warriors in action. Like all
other leadership-based tests, Morale checks (also called
Morale tests) are taken by rolling 206 and comparing
the total to the unit's leadership value. If the score is
equal to or under the unit's leadership value, the test is
passed and the unit does not suffer any ill effects ­
their nerve has held. However, if the score rolled is
higher, then the test is failed and the unit will
Immediately fall back, as described over the page.

Some units have special rules pertaining to Morale
checks that are detailed in the appropriate Codex. For
example, some particularly fanatical units may be
immune to the effects of morale. Some units always
pass Morale checks, while a few others always pass all
leadership tests. This is a subtle but important
difference. For example. units that always pass Morale
checks will still have to test for Pinning.

-Warriors of Ultnmar! This is
whm we m.ke our st.Dd. If de.th
is to bc our fatc thcn wc shlll mcct
it with thc Empcror's word OD our
lips 'Dd his light iD our eyes. If we
must die. we will die; but we sh.ll
Dever yield:

J
J

MORALE CHECK MODIFIERS
Certain circumstances can make Morale checks harder
for a unit to pass. This is represented by applying
leadership modifiers to Morale checks, which can
reduce the unit's leadership value by -1, -2 or
sometimes even more.

INSANE HEROISM!
OCcasionally, warriors will refuse to reueat even when
faced with impossible odds or partICularly harrowing
experiences. SometImes you can push someone just too
far! A score of double 1 on the 206 roll always
indicates the unit has passed its Morale check,
regardless of modifiers.
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TAKING MORALE CHECKS
Units normally have to take a Morale check in the
following situations:

A) Casualties
A unit losIng 25% or more of Its models during a
SIngle phase must pass a Morale check at the end
of that phase, or else it will fall back. Do not count
casualties caused by close combat attacks. as they
are covered later in C) Losing an Assault.

A unit that is locked in dose combat does not have
to take Morale checks for taking 25% casualties.

ExiJmple: A unit of five troops suffers C\tYO casualties
from enemy shooting, so it rakes Cl Morale check.
which it promptly passes. Next turn, the unit now
three strong, suffers a single casualty from
shooting, which is now enough for it to have to
rake another Morale check.

B) Tank Snock
Units that are overrun by an enemy tank may wisely
decide it's tim(> to abandon their poSltion and fall
back. If a tank reaches an enemy unit's position
then the unit must take a Morale check to see
whether or not It falls back. For a more complete
explanation of how tank shock works, see the
Vehicle rules on page 68.
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C) losing an Assault
Units that lose a close combat (ie, they suffer more
wounds than they inflict) must pass a Morale check
to hold their ground. If they fail, they must fall back.

Units taking this Morale Check suffer a -, ld
modifier for each wound their side has lost the
combat by.

Example: An Imperial Guard squad has lost an
assault. They would normally require a 7 or less to
pass the Leadership test, but since they have lost
the fight by a difference of 2 Wounds (-2), they
now require a 5 or less to hold their ground.

NO RETREAT!
It's not uncommon for units to be immune to Morale
checks for losing an assault, or to automatically pass
them for some reason (they may have the 'fearless'
special rule, be subject to a vow or some other special
rule). When such units lose a close combat, they are in
danger of being dragged down by the victorious enemy
despite their determination to hang on.

These units do not take Morale cheds and will never
fall back. Instead. these units suffer a number of
wounds equal to the number their side has lost the
combat by (allocated as norman.

All types of saving throlrVS, except for cover saves, can
be taken against these wounds.

For example. after all blows are struck, a fearless unit
has lost the fight by a difference of 3. The fearless unit
does nor take a Morale rest bur it immediately suffers
rhree wounds and will rake three armour saves.

If none of the enemies involved in the combat against a
fearless unit can actually hurt it, the unit does not
suffer any wounds if its side is defeated in combat, and
simply continues to fight.

M A good soldier obeys without question.
A good o££icer commands without
doubt."



FAll BACK!
A fall back move is a fighting withdrawal rather than
an out-and-out rout. Sometimes a fighting retreat in
the face of overwhelming odds is the only option left.
A withdrawal can give troops the chance to retire to a
stronger posrtion. to regroup and mount a fresh attack.
or to hold back the approaching enemy.

FALLING BACK FROM ClOSE COMBAT
Models falling back. from a combat will move through
all enemy models that were involved in that combat
(these enemies have already missed their chance of
catchmg the falling back unit!). If any models would
end their move less than 1· from one of these
enemies, extend the faH back. move until they are clear.

Units make a fall back move immediately upon failing a
Morale test. In each subsequent Movement phase, they
will make further fall back moves instead of moving
normally, until the unit regroups, is destroyed or leaves
the table.

Units normally fall back lD6'. Fall back moves are not
slowed by difficult terrain, but tests for dangerous
terrain are taken as normal.

TRAPPED!
Sometimes a unit will find its fall back move
blocked by impassable terrain, friendly models or
enemy models (remember they have to stay 1• away
from enemy models). The models in the falling back
unit may move around these obstructions in such a
way as to get back to their table edge by the
shortest route, maintaining unit coherency.

Each model in the unit falls back directly towards their
own table edge by the shortest possible route. If
playing a mission where there is no 'own' table edge,
models fall back. towards the closest table edge instead.

If the unit cannot perform a full faH back move in any
direction without doubling back, it is destroyed (see
diagram below).

The player rolls a 6 on the 206 fall back move, so each
model is moved 6" dired/y towards their base edge.
The Jefrmosr model has to go around impassable terrain.

As the Gretehin cannor fall back 8" without running inro
impassable terrain or moving to within /" of an enemy.
the entire unit is destroyed!

Trapped!
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Falling back

If any model from a unit that is falling back moves .nto
contact with a table edge, the entire unrt IS removed
from the game and counts as destroyed, as it scatters
and deserts the battle.



FIRING WHILE FALLING BACK
Units that are falling back may not 90 to ground and
automatically pass Pinning tests.

Troops who are falling back may continue to shoot. but
obviously count as movmg. They may of course choose
to run instead of firing, but If they do SO it must be
towards their own table edge.

ASSAULTS WHILE FALLING BACK
A unit that is falling back may not launch assaults.

If an enemy unit declares an assault against a unit that
is falling back and is found to be in range, the falling
back unit must immediately test to regroup (see right).
If the test is successful, the unit regroups (without
moving), and from then on the fight continues as
normal, starting with the enemy moving in his
assaulting models. If the test is failed, the unit is
destroyed and the assaulting unit does not move at all.

Sometimes a unit that is assaulting an enemy unit that
is not falling back can, as part of a multiple assault
move, also contact models from a nearby enemy unit
that is falling back. As soon as one assaulting model is
found to be able to move Into contact WIth the falling
back Unlt, test to regroup as described above. If the
test is successful. the Unlt regroups (without moving)
and the assault continues as normal. If the test is failed,
the falling back unit is destroyed and the assaulting
model must continue its assault move as If the falling
back unit was never there.

MORALE WHILE FALLING BACK
Troops who are falling back automatically fail all Morale
checks, except those to regroup (see right).
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REGROUPING
Just because a unit falls back doesn't mean it is out of
the fight. Courageous officers will try to inspire their
troops to rally. Warriors might regain their will to fight
out of honour, duty or sheer bloody·mindedness.

A unit falling back can attempt to regroup by taking a
Regroup test in the Movement phase just before they
move. This is a special type of Leadership test, vvtlich
falling back units cannot attempt If any of the
following conditions apply:

• The unit is below half strength.
• There are enemies within 6' .
• The unit is not in coherency.

Units that are assaulted while falling back must always
attempt this test as soon as the enemy is found to be
in assault range, and can do this regardless of any of
the above restrictions (the alternative is just too bad!).

If the unit successfully passes its Leadership test, it
stops falling back and regroups. The unit can
immediately move up to 3" (this move is unaffected by
dIfficult terram, but dangerous terrain tests must be
taken as normal).

Once a unit has regrouped, it cannot otherwise move
dUring that Movement phase, but otherwise It behaves
as normal. For example, it can shoot (though it always
counts as moving on the turn it regroups) or run, and it
can even launch an assault if it gets the chance.

If the unit fails its Leadership test, (or cannot regroup
because of the restrictions given above), then it must
immediately continue to fall back.



CHARACTERS
Veteran warriors. brilliant officers. possessed
prophets and ferocious war·leaders can
inspire the troops to great feats of heroism
(or fiendish bravery as the case may be) and
are often quicker. stronger and more skilled
in combat. In Warhammer 40.000 these kinds
of powerful individuals are called 'characters',

CHARACTER TYPES
Warhammer 40,000 armies normally include two types
of characters:

• Independent characters are represented by individual
models. which fight as Unlts In their own nght. One
of the most useful abilities of independent characters
is to join other units in battle. so that they can move
in to bolster the battle line where the fighting is
fiercest. If Cl model is an independent character, it will
have its own entry in the appropriate Codex, and its
rules will also clearly state that the model is an
independent character. Bear in mind that there are
other models that only ever fight as units of one
model, but are not independent charaders.

• Upgrade charaders are fielded as part of units from
the start of the game, representing a squad leader or
unit champion, such as a Space Marine Veteran
Sergeant. They do not have an entry of their own
and are effectively just another trooper in their unit,
with enhanced characteristics and perhaps a wider
selection of weapons and wargear choices.

'What You See Is What You Get'
Charaaer models in particular tend to have a lot
of options as to what weapons and wargear they
can use - given in the army list of their Codex.
The rule is chat such equipment must be visually
represented on the model so your opponents can
clearly see what they are facing. This concept ;s
often referred to as W'r'SIWYG, which stands for
'what you see is what you get'.

Of course, many garners enjoy trying out different
combinations of wargear in different battles.
So, for example, a player might decide that for his
next game a model's {XJ'Wef sword wiff simply
count as a close combat vveapon, but he will also
equip the model with metta bombs. While some
tournaments may be more strict about this kind
of thing, most opponents are happy to
accommodate a small degree of one thing
counting as another. so long as you explain
&aeto/ who has what at the start of the game.

CHARACTERS AS LEADERS
Remember that a unit's leadership tests are taken using
the leadership of the model with the highest ld value
in the unit (see page 8). As charaders normally have a
better ld than other warriors, this means that they
make very good leaders for other units in the army.

INDEPENDENT CHARACTERS

MOVING INDEPENDENT CHARACTERS
Independent characters follo\.y the Movement rules for
models of their type, be it Infantry, jump infantry, bike,
etc. In additIOn, independerlt charaders can move
through difficult terrain more quick.1y and safely than
ordinary troops. All Independent characters have the
'move through cover' and 'sk.illed nder' special rules
(see pages 7S and 76). This advantage does not extend
to any vehicles they may be travelling in.
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INDEPENDENT CHARACTERS JOINING & LEAVING UNITS

Independent characters are allowed to join other
units. They cannot however. JOin vehicle squadrons
(see the Vehicles sectIOn) and units that always
ConSIst of a single model (like most vehicles and
monstrous creatures). They can lOin other
independent characters though, to form a powerful
multi-character unit!

• In order to join a unit an independent character
simply has to move so that he is within the 2·
coherency distance of a friendly unit at the end of
their Movement phase. If the character is within
2· of more than one unit at the end of its
Movement phase, the player must declare which
unit it is joining. If a character does not intend to
(or cannot) join a unit it must remain more than
2· away from it at the end of the Movement
phase. This is to make clear to the opponent if the
character has joined a unit or not. Note that after
a character joins a unit. that unit may move no
further that Movement phase.
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• Alternatively an independent character may begin
the game already with a unit. by being deployed in
coherency WIth them.

• While an independent character is part of a unrt,
he must obey the usual coherency rules. The
combined unit moves and assaults at the speed of
the slowest model while they stay together.

• An independent character can leave a unit during
the Movement phase by moving out of coherency
distance with it.

• If an independent character moves and joins or
leaves a unit that did not move, the character
counts as having moved in the ensuing Shooting
phase, but the unit does not.

• An independent character may not join or leave a
unit during the Shooting and Assault phases­
Oflce shots are fired or assaults are launched it is
too late tO)Oln in or duck out!

• An Independent charaaer may not)Oln or leave a
unit while eIther he or the unrt is locked In combat
or falling back.

• If an Independent character joins a unit that has
gone to ground, he immediately goes to ground
as well, and vice versa. He may not leave as long
as his unit has gone to ground.

Special Rules
When an independent character joins a unit, it might
have different special rules from those of the unit.
Unless specified in the rule itself (as in the 'stubborn'
special rule), the unit's special rules are not conferred
upon the character, and the character's special rules
are not conferred upon the unit. In some cases
though, the independent character or the unit may
lose their special rules as a result of the character
JOining the unit. For example, If an independent
character without the 'infiltrate' special rule joins a
unrt of infiltrators during deployment. the unit
cannot mfiltrate (see the Universal Speoal Rules
section for more details).

Retinues
Some Codex books allow you to field characters
together with a special unit that they cannot leave
during the game (which is normally called a 'retinue',
'bodyguard' or similar). Where this is the case, the
character counts as an upgrade character until all of
the other members of this unit are killed, at which
point it starts counting as an independent character
and it will do so for the rest of the game.



INDEPENDENT CHARACTERS & SHOOTING
Shooting at independent characters
In the heat of battle it is often hard to distinguish
individuals. and even harder to pick them out as
specific targets. Independent characters that have
joined a unit are considered part of that unit and so
may not be picked out as targets. If the unit they have
JOined is hit. the controlling player can choose to
allocate hits against the characters just like the other
members of the unit. This gives you some tricky tactical
choices as a character may be able to soak up more
damage than the normal troopers. but will be a serious
loss if he is killed.

Independent characters that have not joined a unit can
be targeted as IlOf'mal, being separate units.
Independent characters that are ITlOflstrous creatures
can always be pICked out as separate targets. unless
they've joined a unit of monstrous creatures or a Unit

with special rules that offer them protection.

Independent characters shooting
All independent characters shoot just like ordinary
troopers, although in many cases they will have bener
Ballistic Skill or exotic weaponry that sets them apart. If
they have pined a unit, either toll fOf' them separately
or use different coloured dice to differentiate their
shooting. However, they must still fire at the same
target as the unit they have joined.

INDEPENDENT CHARACTERS & ASSAULTS
In the Assault phase, an independent character on his
own can assault into close combat if within range of
the enemy as normal.

If a unit that has been joined by an independent
character assaults into close combat, the character
assaults too, as it is part of the unit. When the attacks
are resolved, however, independent characters are
always treated as a separate single-model unit (as
described under Multiple Combats on page 41), even
though they have joined the unit. This is to make them
stand out in the fight, as befits such heroic individuals,
and It means that they have to be in base contact with
the enemy to be able to attack. Be aware, though, that
thIS also means that independent charaders can be
targeted separately by models that are engaged with
them! Once all attacks have been resolved, these
characters are once again treated as normal members
of the unlt they have joined (from determining assault
results onwards).

When a Unit is reading to being assaulted, or making a
po.e-tn move, independent characters that have joined
"f1€ unit must move before other friendly models in
order to get Into base contact with an enemy if at all
POSSIble (otherwISe they will not be able to fight). Using
"'"er own men as a screen In order to aVOid the fight is

cowardly aa, one that these great heroes would
.fle'oe" conslderl

Independent characters in combat

The Ork Warboss IW) is an Independenr characrer and
50 counts as a separate urnt. Space Marine (AJ can only
attack the Wa!boss. Space Marines (8) and (0 can
attack either rile Wa!boss or the Orlc unit. All of rhe
other Space Marines can only attack the Ott unit as
they are not eng.lged Wlrh rile Warboss.

SPECIAL CHARACTERS
The 41st Millennium is filled with famous characters
renowned as legendary heroes or infamous villains ~

these unique individuals, who stand out from normal
characters because they have a personal name and not
just a title, are called 'special characters'. Special
characters are highly skilled and dangerous heroes who
have incredible traits or skills that make them
particularly valuable to an army.

For example, Commissar Yarrick is without doubt the
most respected Imperial Guard Commissar in the
Imperium, his inspiring presence securing the world of
Armageddon against two massive Ork invasions within
the space of fifty years. An army led by him can expect
great benefits in terms of morale and leadership.
On the other hand, KMrn the Betrayer, an Exalted
Champion of the Blood God, is a mad slaughterer of
men, with no thought fOf' anything other than personal
combat (at wtIlch, it must be granted, he excels).

UNIQUE
Special characters can be either independent or
upgrade characters, but each one of them is unique. so
the player may not include multiples of the same
special character In an army (fOf' example, Marneus
(algar is the Master of the Ultramannes Chapter of
Space Marines - you cannot field three of h,m!).
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PSYKERS
Psykers are warriors gifted with awesome
mental powers. which enable them to
channel the baleful energy of the Warp.

These powers vary from race to face and sometimes
from one Individual psyker to another. The psychic
powers available to our models are not discussed
further here. but are described in detail in the Codexes,
where you will find complete rules for individual
powers. The following general rules explain how
psychic powers are employed. Exceptions to these rules
are covered in the Codexes.

Psykers can use one psychic power per player turn.
To use a psychic power successfully the psyker must
pass a Psychic test, which is a normal Leadership test.
Note that this test must always be made on the
psyker's own leadership value. Even where leadership
tests would normally be taken on the value of another
model, tests for using psychiC powers are always taken
usmg the psyker's own Leadership.

PERilS OF THE WARP
If the result of a Psychic test is either a double 1 Q(

double 6 this indicates that something horrible has
happened to the psyker. The forces of the Daemon·
haunted Warp claw at the psyker's mind and threaten
to engulf and destroy him. The psyker suffers 1 wound
with no armour or cover saves allowed. Invulnerable
saves are allowed, but the power of the Warp is so
great that successful saves must be re·rolled. Note that
a psyker who rolls double 1 will still use his power,
even if he is wounded or killed as a result.

PSYCHIC SHOOTING AITACKS
Psychic powers that take the form of shooting attacks
are very common. Using a psychic shooting attack
counts as firing a ranged weapon (an assault weapon,
unless specified otherwise). So, for example, the psyker
must be able to see his target unit, cannot be locked in
combat, or must not have run in the Shooting phase if
he WIshes to use a psychiC shooting anack. In the same
way, if a psyker targets a unit WIth a psychic shooting
attack, then he can only assault that unit in the ensuing
Assault phase. Even if a psyker has a special rule
allowing him to use more than one psychic power per
turn, he can use only one psychic shooting attack (as
models can fire only one ranged weapon per turn).
However, if he is allowed to fire more than one ranged
weapon per turn, he can replace the firing of any of
the weapons he is allowed to fire WIth a psychic
shooting attack (but still cannot use the same power
twice in a turn).

FORCE WEAPONS
Force weapons are potent psychic weapons used
exclusively by trained psykers. They have the same
effects as power weapons, but also confer to the
wielder one additional psychic power, used in
close combat. that can instantly extinguish the life
force of any opponent.

Roll to hit and wound as I'lOfmal. allowing any
invulnerable saving throws the victim might have.
The psyker may then take a PsychlC test to use the
weapon's paNer against anyone oPjXment that
suffered an unsaved wound by the weapon in
that player turn. The normal rules fQ( using
psychic powers apply (remember that a psyker
may normally use only one power per turn). If the
test is passed, the enemy model suffers instant
death, regardless of its Toughness value. This
power has no effect against vehicles, models that
are immune to instant death and any other model
that does not have a Wounds value.
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ASSAULT
All wounds Inflicted In dose combat by a monstrous
creature ignore armour saves, just like those from a
power weapon. In addition, monstrous creatures roll an
addlttonal 06 fO( armour penetratlOO (206 + Strength)
when attacking a vehicle in dose combat.

SHOOTING
Instead of finng a single weapon, monstrous creatures
can fire two of theIr weapons once per Shooting phase.
They must, of course, fire both of them at the same
enemy target. In addition. monstrous creatures have
the 'relentless' special rule (see page 76).

Unless otherwise spedfied in their spedal rules,
monstrous creatures cannot go to ground, voluntarily
or otherwise. In addition, for a monstrous creature to
be in cover, at least 50% of its body (as defined on
page 16) has to be in cover from the point of view of
the majority of the firing models. Also, standing in area
terrain does not automatically confer a cover save to
monstrous creatures - the 50% rule takes precedence.
Cover for them works exactly as for vehicles (see page
62). As usual. If you cannot clearly tell if 50% of the
model's body is covered, modify its cover save by -1.

These terrifying monsters tower over their opponents,
bUtchering all the enemies who face them and hurling
tanks out of their path. Greater Daemons, Eldar Avatars
and Tyranid Carnifexes count amongst their number.

MONSTROUS CREATURES

MOVEMENT
AJI monstrous creatures have the 'rl'\O'Ie through cover'
jpeClal rule (see page 75). They simply bash their way
through trees and ruins!

Except for the rules detailed in this section for each unit
type, these units follow the same rules as infantry.

UNIT TYPES

In thIS sectIon, you will find the rules for each of these
unit types. namely monstrous creatures, jump Infantry,
bikes & jetbikes, beasts & cavalry and artillery. Note that
vehicles are also a different unit type. but they are so
vastly different that they have an entire section of the
rules devoted to them.

The armies of the 41st Millennium are
remarkably diverse and include many
specialist warriors and exotic creatures.



JUMP INFANTRY
Some special troops use devices that allow them to
move at great speed across the battlefield. making
them especially good at assaulting enemy troopS and
outflanking their positions. The Space Marines use
jump packs, which utilise high powered controlled
bursts from turbines to make bounding leaps across the
field of battle, jumping over terrain with ease. Other
races tend to have their own particular versions, such
as Orks, whose Stormboyz use rudimentary 'rokkit
packs' to close with the enemy, and Eldar, whose
Swooping Hawks soar elegantly on light wings
supported by gravitic motors. Sometimes the
technology will be more exotic. such as that used by
Eldar Warp Spiders. who utilise short-ranged teleport
devices for a SImilar effect.

MOVEMENT
Jump infantry can use their jump packs (Of equivalent)
and move up to 12· in the Movement phase. This is
optional and they can choose to move as normal
infantry if they wish. When using Jump packs, they can
move over all other models and all terrain freely.
However, if a moving jump infantry model begins or
ends its move in difficult terrain, it must take a
dangerous terrain test. Jump infantry models may not
end their move on top of other models or impassable
terrain, except that they can end their move on top of
Impassable terrain if It is actually possible to place the
models on top of It. If they do that. however, they treat
the impassable terrain as dangerous terrain. All jump
infantry units may enter the battle by 'deep strike', as
explained on page 95.

Fall back moves
Jump infantry fall back. 306", be<ause they always use
their jump packs when doing this. They move over any
terrain and models when falling back, but if they end
their move in difficult terrain (or on top of flat
impassable terrain) they must still take a dangerous

JET PACKS
Some jump Infantry are equipped With a special
type of jump pack, referred to as a jet pack. Jet
packs are desJgned to provide stable firing platforms
rather than a means of getting into close combat.
The most frequent users of this technology are the
Tau. Jet packs differ from jump packs In the
following ways:

• )n the Movement phase, they only move 6· when
using their packs, but are always allowed to move
6" in the Assault phase, even if they don't assault.
When jet packers move in the Assault phase and
do not assault, they treat difficult terrain just as
other jump infantry do in the Movement phase.
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terrain test. They cannot end their move on top of
other models, and must alter the direction of their fall
back move as little as possible in order to avoid them,
just as a flOfmal unit would when falling back on foot.
If they cannot do this, they are trapped and destroyed.

SHOOTING
Jump infantry follow the same rules as infantry.

ASSAULT
Jump infantry assault 6" like norma! infantry. This move
is slowed by difficult terrain in the same way as other
infantry, be<ause the unit always covers the last few
yards of an assault on foot.

Different Unit Types
So far the rules have just dealt wim troops that
move around on foot - infantry. This section
covers different unit types, and these not only
add new tactical elements to your games, but
also more complexity to the rules. These unit
types have different rules for the way they move,
how terrain affects them, how far they can
assault and so on. You will find that Codexes
often add even more changes and exceptions for
specific models. In any given situation durmg a
battle, if the Codex doesn't say any different
follow the rules for the appropriate unit type, and
if those rules don't say anything different follow
the basic rules for infantry.

If you're just starting out, you may find It easier
to use just infantry units in your first game or
two, while you get used to the basic rules. On
the other hand, if you do want to jump straight
in, we suggest that you just read those unit type
rules that apply to models in your collection.

• Models with jet packs have the 'relentless' special
rule (see page 76).



• When falling back, jetbikes move over any terrain
and models, but if they end their move in difficult
terrain (or on top of flat impassable terrain) they
must still take a dangerous terrain test. They
cannot end their move on top of other models,
and must alter the direction of their fall back move
as little as possible in order to avoid them, just as a
normal unit would when falling back on foot.
If they cannot do this, they are trapped and
immediately destroyed.
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ASSAULT
Bike assault moves are not slowed down by difficult
terrain. However, each model entering or moving
through difficult terrain, or assaulting an enemy who is
standing in difficult terrain or behind an obstacle, must
take a dangerous terrain test.

All Eldar jetbikes (including Dark Eldar ones) are
allowed to move 6" in the Assault phase, even if
they don't assault. When Eldar jetbikes move in the
Assault phase and do not assault, they treat difficult
terrain in the same way as other jetbikes do in the
Movement phase.

Each bike in a unit may fire with one weapon for each
rider on the bike. Thus a Space Marine Attack Bike with
a driver and passenger in sidecar can fire two weapons.

Eldar Jetbikes
The Eldar are the undisputed masters of anti-grav
technology, and their jetbikes form swift moving
attack forces that are justifiably feared by any who
have faced them. Their favourite tactic is to suddenly
emerge from cover, open fire and then dive back
into cover before the enemy can retaliate.

Bikes have the 'relentless' special rule (see page 76).

Fall back moves
As bikes are so fast moving, they fall back 306", rather
than 206". Remember that they treat all difficult
terrain as dangerous.

MOVEMENT
Bikes can move up to 12" in the Movement phase.
Bikes are not slowed down by difficult terrain.
However, they treat all difficult terrain as dangerous
terrain instead.

Bikes also have the 'turbo boosters' special rule (see
page 76).

SHOOTING
Bikes cannot run in the Shooting phase.

Hope IS the beginning of unhappiness.

• In the Assault phase, jetbikes are treated like
normal bikes when assaulting, as they must move
close to the ground in order to fight.

• In the Movement phase, jetbikes can move over all
other models and all terrain freely. However, if a
moving jetbike begins or ends its move in difficult
terrain, it must take a dangerous terrain test.
Jetbikes may not end their move over other
models or impassable terrain. except that they can
end their move on top of impassable terrain if it is
actually possible to place the models on top of it.
If they do that, however, they treat the impassable
terrain as dangerous terrain.

Jetbikes are the same as bikes, with the following
exceptions:

JETBIKES
Jetbikes are powered by anti-gravitational technology
that allows them to hover a few metres above the
ground and make powered boosts over obstacles.
They are ideal for making raids on unsuspecting
enemies, hitting hard and then using their superior
speed and handling to escape.

Troops mounted on bikes excel at hit-and-run attacks.
They are able to use their high speed to strike deep
Into enemy territory, complete their mission and escape
before an enemy is able to react A skilled commander
WIll recognise the benefit of having bikes at his
dISPOsal, and is able to use them for advanced
re<:onnaissance, as well as to outflank a slower enemy.
Indeed, in open ground, bikes are easily capable of
outrunning all but the fastest vehicles. Riding through
heavy terrain can be somewhat dangerous however,
but many riders take great pride in their superior
driving skills and daring. These warriors are often
regarded as dangerously hot-headed risk-takers, but
their effectiveness cannot be denied.

ADDITIONAL PROTECTION
Bikes are large, solid constructions, and are often fitted
WIth protective armour and shields to deflect and
absorb incoming fire. Bike riders benefit from the
protection offered by their bike, which increases their
Toughness characteristic by 1. Note that this increase
does not affect the model's Toughness for the purposes
of Instant death (see page 26).

BIKES



BEASTS & CAVALRY
As well as squads of warriors fighting on foot, and the
armoured bulk of vehides. many armies of the
41st MIllennium make use of fearsome predators and
beasts, such as Warp Beasts and Flesh Hounds, la
augment their forces. Other warriors ride to battle on
horses, grunting boar-like monstrosities, daemonic
steeds and countless other strange creatures. These
unit types are referred to as 'beasts' if they have no
rider, or as 'cavalry' if they do. They both. however,
follow the rules given in this section.

When closing on their enemies, they are able to move
at far greater speeds than warnors on foot. and as such
are able to launch deadly charges and counter charges.

MOVEMENT
Beasts and cavalry move like infantry.

fall back moves
Beasts and cavalry fall back Just like Infantry, except
that they lTlOVe 306' due to theIr speed.

SHOOTING
Although beasts generally do not shoot, cavalry
frequently can. They follow the same rules as infantry
when they do so,

ASSAULT
Beasts and cavalry have the 'fleet' special rule (see
page 75).
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Beasts and cavalry are capable of making an especially
fast assault to charge their enemies. When assaulting
they move up to '2·.
If assaulting through cover, beasts and cavalry are
slowed by difficult terrain - roll for the distance they
can move just as you would for infantry, but double the
result of the highest scoring dice.

Otherwise, they assault just like infantry.

~I have seen war in all its forms.

I hilve seen feul world savages bnining

each other with stones. and I have seen

the death of a whole planet at the

hilods of a virus bomb. I have seen

Space Marines drop to certain death.

ilod win. I have seen Titans crush whole

pbtoons underfoot. But there is no

more stirring sight in wu than the

charge of massed c.ilVilry."

Dnvia Gnlz
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MORALE & FALL BACK MOVES
For the purposes of Morale and other Leadership tests,
and for combat resolution, always ignore the gun
models, as if they were not there. Because they need at
least one crewman per gun in order for the unit to
move, if an artillery unit does not have one crewman
per gun when it is forced to fall back, the gun models
without crewmen are abandoned and immediately
removed. The rest of the unit then falls back as normal.
If an artillery unit is forced to fall back from close
combat and the enemy is free to make a sweeping
advance, then the artillery unit automatically loses the
Initiative roll and is caught and destroyed by the victor

If they are assaulted, move the assaulting models in
base contact with the crew and guns as normal, but
from then on the guns are ignored. All engaged
enemies roll to hit and to wound against the crew (even
if they are only engaged with guns), Engaged crew
models can of course fight back, but the guns do not.

ASSAULT
Artillery units may not launch assaults as long as they
include any gun models.

THE UNIT
Artillery units consist of a number of crewman models
and the gun models themselves. These units are quite
complex as they include some vehicle models and some
Infantry models. The gun models are treated as vehicles
with an Armour Rating of '0 (see the Vehicles section).
Any glancing or penetrating hit will destroy a gun - do
not roll on the Vehicle Damage table, the gun model is
SImply removed. If ail the crewman models are killed,
the guns are immediately removed as well.

MOVEMENT
Artillery units are slowed by difficult terrain like infantry,
but gun models must also take dangerous terrain tests
when they pass through it. There must be at least one
crewman per gun to allow the unit to move - if there
are fewer than this, then the unit may not move.

SHOOTING
Unlike other vehicles (see next section), the gun models
cannot fire if they moved at all in that turn's Movement
phase. Any crewman that is within 2· of a gun in the
Shooting phase can fire it. The crewmen firing the guns
may not fire any weapons they are carrying, while the
other crew members (and any independent character
that joined the unit) are free to fire their side arms, and
can even shOal against a different unit than the one
targeted by the unit's guns. The guns themselves
cannot split fire When firing the guns, there must be a
ne of sight to the target from both the gun model and
e crewman firing it (unless they are barrage weapons,

of course). Ranges are measured from the gun model.

~ an artillery unit goes to ground, this has no additional
protective effect on the unit's guns,

-lIery units cannot run in the Shooting phase.

Sometimes the player has the choice of adding leaders
or additional models to the crew of an artillery unit.
These models are part of the crew in all respects and
may operate the guns as normal, even if they are
othefV\lise slightly different from the rest of the crew,
Independent characters that join the unit, however, do
not count as crew and cannot operate the guns,

When firing against an artillery unit, roll for each hit
onflicted: on a 1-4 a gun is hit, on a 5-6 a crewman is
hIt. Roll to wound the crewmen and to penetrate the
guns' armour separately.

Some weapons are so large and powerful that a single
man could not hope to carry them by himself. They are
more usually mounted on vehicles, but are sometimes
utilised by infantry artillery teams, particularly if the
battlefield's terrain is not suitable for vehicles. These
mighty artillery weapons are mounted on wheeled
supports or on anti-gray platforms, as they are simply
too heavy to lug across a battlefield.

-ARTILLERY



VEHICLES
Because vehicles do not fight in the same
manner as creatures of flesh and blood. their
rules differ from other models in a number
of ways, detailed here.

VEHICLE CHARACTERISTICS
Vehicles have characteristics that define how powerful
they are in a similar way to troops. However, their
charaaeristics are different. Shown here is one example
of a vehicle's profile:

Front Side Rear
Name Type Armour Armour Armour BS

ARMOUR VALUE
The Armour Value of a vehicle tells you how hard it is
to damage. Vehicles have separate Armour Values to
represent the protectlOfl on their front. sides and rear.
Armollr Values typically range from 10 to 14.
depending on which side of the vehicle is being
attacked, usually with the lightest armour on the rear
to represent vulnerable fuel tanks, engine
compartments, ete.

BALLISTIC SKILL
Vehicles have a as value Just like troops and it
represents the accuracy of the Uf!IN as they blast away
at theIr enemy With the vehide's weapons.

TYPE
The different types of vehicle are: transport, tank.
open-topped, fast, skimmer and walker. These types
(an be combined to define, for example. a fast
skimmer or an open-topped walker, in which case the
vehicle has all of the rules fOf all of Its types.

Leman Russ Tank. 14 " 10 3
VEHICLES & MEASURING DISTANCES
As vehicle models do not usually have a base, the
normal rule of measuring distances to or from the base
cannot be used. Instead, for distances involving a
vehicle, measure to or from their hull (ignore gun
barrels, dozer blades, antennas, banners and other
decorative elements).

The flfst part of this seaion presents the fules common
to all vehicles. Then, each of the vehicle types has a
separate entry, listing their unique rules and any
exceptions to the normal vehicle rules (walkers being by
far the most different).

There is however a notable exception, a vehicle's
weaponry. When firing a vehicle's weapons, ranges are
measured from the muzzle of the firing weapon, whilst
line of sight is determined from the weapon's mounting
point and along its barrel (as explained later).
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VEHICLES AND MOVEMENT
The distance a vehicle moves influences the amount of
weapons it may fire and how easy a target the vehicle
will be if assaulted, as described later.

• A vehicle that remains stationary will be able to bring
its full firepower to bear on the enemy.

• A vehicle that travels up to 6" is moving at combat
speed. This represents the vehicle advancing slowly in
order to keep firing, albeit with reduced firepower.

• A vehicle that travels more than 6' and up to 12' is
moving at cruising speed. This represents the vehicle
concentrating on moving as fast as possible without
firing its guns.

Moving a maximum of 12' may seem relatively slow
for a vehicle, but it represents a cross-country speed
rather than travelling on a road.

Vehicles can turn any number of times as they move,
just like any other model. Vehicles turn by pivoting on
the spot about their centre-point, rather than 'wheeling'
round. Turning does not reduce the vehicle's move. This
means that a vehicle may combine fOl\fllard and reverse
movement in the same turn providing it does not
exceed its maximum move. Pivoting on the spot alone
does not count as moving, so a vehicle that only pivots
in the Movement phase counts as stationary (however,
immobilised vehicles may not even pivot). Just like other
units, vehicles cannot move over friendly models.

Crash, bang, wallop
One of the greatest pleasures to be had in the
Warhammer 40, 000 game is zooming vehicle
models about the battlefield, unleashing the
firepower of armoured behemoths and, conversely,
blowing up those vehicles that belong to the enemy.
The destruction of a vehicle is usually a spectacular
event that can totally change the course of the
game, and vehicle wrecks become important pieces
of terrain unto themselves. But how best to
represent such high-octane carnage?

Some like to demonstrate their vehicular misfortune
by turning a destroyed tank onto its top or side. A
few go even further and sculpt battle damage
underneath the vehicle to complement this
approach. However, many vehicles have delicate
parrs on top, so players often object to treating their
beautifully-painted tanks in such a rough and ready
manner, and adopt a different solution. We know
several gamers who use cotton wool to represent
the smoke billowing from destroyed vehicles, a
visually pleasing solution and doubly handy if
someone spills their tea,

TERRAIN EFFECTS
Vehicles attempting to move through broken terrain are
not slowed down like other units, but risk becoming
stuck, bogged down or damaged.

Vehicles are not slowed down by difficult terrain, but
treat all difficult terrain as dangerous. Roll a D6 for
every vehicle that has entered, left or moved through
one or more areas of dangerous terrain during its
move. A result of 2-6 on the dice means that the
vehicle can carry on moving. A result of 1 means that
the vehicle halts immediately and suffers an
Immobilised damage result, so if it was attempting to
enter difficult terrain it stops just outside.

When discussing terrain at the beginning of the game,
it is perfectly fine for players to agree that some terrain
has different effeds on vehicles than it does on other
units For example, players may agree that tank traps
are dangerous or even impassable to vehicles, but clear
terrain for other units_ Similarly, you could agree that
vehicles (or just certain vehicle types) treat barbed wire
as clear terrain, and so on.

ROADS
Vehicles, with the exception of walkers and
skimmers, that move at Cruising Speed following a
road for their entire Movement phase may move
up to an extra 6' .

Battle damage
As you read on you will find that there are some
damage results that debilitate rather than destroy
vehicle models. Tanks can find themselves
immobilised by a thrown track, have their weapon
systems crippled or shot off altogether, or be
stunned into inactivity for a turn. Marking these
events is a little more difficult. Some players leave
the weapons and turrets on their models unglued so
that they can be carefully removed during battle_
This helps with ease of transport and is a great way
to represent Weapon Destroyed results - just take
the relevant weapon off altogether:

A different approach is to place a dice on or next to
the vehicle, showing the number that corresponds
with the appropriate damage result. You could even
invest in a set of damage markers. These have
specific icons for each of the damage results, so you
just need to place the relevant marker on or next to
the vehicle when damage is inflicted. As with many
aspects of the wargaming hobby, there is no 'right
answer' - just make sure that your opponent is
happy with whatever convention you decide upon.
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VEHiClES SHOOTING
When a vehKle fires. it normally uses Its own SS
characteristic and shoots like other units - all its
weapons must fire at a Slngle target unit.

MOVING AND SHOOTING
VEHICLE WEAPONRY
The number of weapons Cl vehicle can fire in the
Shooting phase depends on how fast it has moved in
that turn's Movement phase. as detailed below.

In addition, the normal penalties of movement on
shooting rapid fire and heavy weapons do not apply­
when fired from Cl vehicle. these weapon types always
fire as if the firing model had not moved, regardless of
whether it actually did or not. Note that vehicles
cannot run.

• Vehicles that remained stationary may fire all of their
weapons (remember that pivoting on the spot does
not count as moving).

• Vehicles that moved at combat speed may fire Cl
single weapon (and its defensive weapons, as
explained below),

• Vehicles that moved at cruising speed may not fire.

There are a few exceptions to these rules: ordnance,
ordnance barrage, defensive and optIOnal weapons.

Defensive weapons
Any vehicle weapons of Strength 4 or less (or with no
Strength value) are classified as 'defensIVe' weapons.

A vehicle that moved at combat speed can fire all of its
defensive weapons in addition to the single weapon it
IS usually allowed to fire.

Ordnance Barrage weapons
Differently from other unit types, vehicles carrying
ordnance barrage weapons can choose to fire them
either directly or as a barrage - declare before you fire.

If fired directly at the target, they are treated exactly
like normal ordnance weapons (ignoring the minimum
range in the weapon's profile).

Alternatively, the vehicle may fire these weapons as an
ordnance barrage. In this case, the crew must carefully
calculate the firing trajectory, so only vehicles that
remained stationary may fire an ordnance barrage
weapon (and may, of course, fire no other weapons
that turn).

Just like normal barrages, ordnance barrages may have
a minImum range (set' their profile), they cause Pinning
tests, and their targets work out their cover save as if
the shot came from the centre of the blast marker.
If fired at a target that is out of sight, the 8S of the
firer makes no difference and the blast marker scatters
a full 206 if an arrow is rolled on the scatter dice.
In addition, ordnance barrages are even more terrifying
than normal ones - Pinning tests caused by ordnance
barrages are taken with a -1 Ld modifier.

VEHICLE WEAPONS & LINE OF SIGHT
Just like infantry, vehicles need to be able to draw a
line of sight to their targets in order to shoot at them.
When firing a vehicle's weapons, point them against
the target and then trace the line of sight from each
weapons' mounting and along its barrel. to set' if the
shot is blocked by terrain or models. If the target unit
happens to be in cover from only some of the vehide's
weapons, then work out if the target gets cover saves
exactly as if each firing weapon on the vehicle was a
separate firing model in a normal unit.

Optional weapons
Some vehicles have, among the options of their army
list entry, the possibility of buying additional weapons,
such as one-shot missiles and pintie-mounted guns.
Flnng one of these additional weapons counts as firing
one of the vehicle's normal weapons (unless they are
defensM' weapons, as described above).

Ordnance weapons
Flnng a masSIve ordnance weapon requires the
attention of all the gunners of the vehicle, so no other
weapons may be fired that turn (not even defensive
weaponsl). In return, they are better at penetrating
armour (see page 60). Unless their profile specifies
otherwise, all ordnance blast weapons use the large
blast marker.

Vehicle weapons
& line of sight

The Emperor asks ooly that you obey.
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The Precidtor is firing at the Trukk. The Wf!afJOn on the
right 5fKXI5CXI cannot draw a line ofsighr to the chosen
tafl}et, and so it cannot be fired.



On some models it will be actually impossible to literally
move the gun and point it towards the target, because
of the way the model is assembled or because the gun
has been glued in place. In this case, players should
assume that the guns on a vehicle are free to rotate or
swivel on their mountings. In order to make clear how
much any gun is supposed to rotate, refer to the
vehicle's entry, where each weapon has been classified
as either turret-mounted, pintle-moumed (or 'bolt-on'),
sponson-mounted or hull-mounted. Then apply the
following guidelines:

• Turret-mounted weapons can usually rotate 360°,
together with the entire turret, unless the design of
the model prevents this.

• Hull-mounted weapons can fire in a 45° arc from
their mounting point (see diagram).

• Sponson-mounted weapons vary greatly, as some can
cover the full 180° of the flank they are mounted on
(or even slightly more), while others are more limited.
This is determined by the shape and position of the
sponson's mounting (see diagrams).

• Pintle-mounted (or bolt-on) weapons can either fire
in a 360° arc, if they are mounted on the vehicle's
turret; or can fire in a 45° arc from their mounting
point, if they are mounted on the vehicle's hull.

In the rare cases when it matters (your tank might be
targeting a sniper high up in a belltowerl, assume that
guns can swivel vertically roughly by 45°, even if the
barrel on the model itself cannot physically do that!
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Space Marine Vindicator

"What I cannot crush with words
I will crush with the tanks of the
Imperial Guard:'

Lord Solu M1Chuiu5

"
I,

,

THE RULES SEaION: Vehicles 59



SHOOTING AT VEHiClES
When a unit fires at a vehicle it must be able to see its
hull or turret (ignoring the vehicle's gun barrels,
antennas, decorative banner poles, etc.). As the whole
unit must fire at the same target. often this means that
some of their weapons can't damage the target
vehicle. so we assume that the other members of the
squad are providing covering fire. bringing forward
ammunition for heavy weapons or simply keeping their
heads down.

ARMOUR PENETRATION
Hitting a vehicle is no guarantee that you will actually
damage it. Once a hit has been scored on a vehicle, roll
a 06 and add the weapon's Strength to it, comparing
this total with the Armour Value of the appropriate
facing of the vehicle.

• If the total is less than the vehicle's Armour Value,
the shot has no effect.

If the target vehicle is in range, roll to hit as normal. If any
hits are scored, roll for each to see if they penetrate the
vehicle's Armour Value, as explained next.

VEHiClE FACING AND ARMOUR VALUES
Not all vehicles are equally armoured. Some massive
tanks are protected by countless layers of remforced
adamantlum and ceramite plates. while other lighter
vehicles rely more on their speed to avoid incoming
fire. As such, each different type of vehicle will have
different Armour Values, representing not just the
thickness and slope of its armour, but also how difficult
a target it is because of its size and speed, how tough
and numerous its crew are, and so on. Armour Values
for individual vehicles also vary depending on whICh
facing of the vehicle the shot comes from - its front,
sides, or rear, as explained in the diagram.

• If the total is equal to the vehicle's Armour Value, the
shot causes a glancing hit

• If the total is greater than the vehicle's Armour Value,
the shot scores a penetrating hit.

Example: A Jascannon shot hirs the front of a Space
Marine Predator (Armour Value 13). Rolling a 06, the
player scores a 4, and adds this to the Ioscannon's
Strength of 9, for a total of 13. Because this equals the
Predator's Armour Value, it inflicts a glancing hit.

Ordnance weapons and Armour Penetration
Ordnance weapons (including Ordnance Barrage) hit
with such force that the target's crew are turned to
mush. When you roll to penetrate a vehide's armour
'Hith an ordnance weapon, roll two dice instead of one
and pick the highest result!

If a unit has firing models in two different facings of a
target vehicle (some models in the front and some in
the side, for example), shots are resolved separately for
the two faangs.

• The centre of the blast marker ends over the
vehicle's hull. In this case the shell or missile has
hit the vehicle and exploded on it. The armour
penetration roll is resolved against the Armour value
facing the firer, regardless of the position of the
marker, using the full Strength of the weapon.
Hits from barrage weapons, however, always hit the
vehicle's side armour (representing its top armour).

Template and Blast weapons against vehicles
If a vehicle is even partially under a template weapon,
it is hit on the Armour value the firer is facing.

When firing a blast weapon against a vehicle, place the
marker WIth the hole over any part of the vehide's hull
and then roll for scatter as normal. In the case of
multiple blasts, place the hole in the centre of the first
marker on the vehicle's hull. If the markers scatter so
that they're not over the vehicle at all, then obviously
the vehicle is not affected. If a marker ends over the
vehicle, it makes a big difference if the hole in (he
centre of the marker is over the vehicle or not:

• The centre of the blast marker ends outside
the vehicle. but part of the marker covers its
hull. In this case the shell or missile has missed the
vehicle, and only some shrapnel clanks against the
vehicle's armour. The armour penetration roll is
resolved against the Armour Value facing the centre
of the marker, regardless of the position of the firer,
and the weapon's Strength is halved (round down).

,,,,,,,,
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DAMAGE ROLLS
A hit on a vehicle (an have a variety of results. A
vehicle's armour could be completely pierced, yet
merely result in giving the crew a nasty shock.
Alternatively, a lucky shot could detonate ammunition
held within the vehicle, resulting in an explosion of
titanic proportions. If Cl vehicle's armour is breached.
you need to determine what damage is caused. Roll Cl

D6 for each shot that glanced or penetrated the
vehide's i1fTl101Jr, apply any appropriate modifiers (they
are all cumulative) and look up the result on the Vehicle
Damage table below.

Glancing hits
If the shot has ooly caused Cl glancing hit, the damage
to the vehicle will not be so severe. Apply Cl -2 modifier
to the dke result.

'AP-' weapons
While some weapons are especially good at cutting
through heavily armoured targets. others lack the
penetrating JXlWE!f to destroy a vehicle easily.
Penetrating and glanCing hits inflicted by a weapon
shown as 'AP-' suffer a modifier of -1 to the roll on the
Vehicle Damage table.

'AP " weapons
Some weapons are so destructively powerful that they
can penetrate a vehicle's heavily armoured hull with
ease. If an AP 1 weapon, such as a multi-melta, scores
a glancing or penetrating hit, add a modifier of ... 1 to
the roll on the Vehicle Damage table.

Other modifiers
Specific weapons and vehicles may have special rules
that apply further modifiers to the damage roll.
For example, hits on open-topped vehicles receive a ...1
modifier, as explained on page 70.

DAMAGE RESULTS

1 Crew - Shaken
The vehicle is rocked by the attack, but no serious
damage is sustained (or perhaps the crew have
decided that it is time to quickly relocate). The
vehicle may not shoot until the end of its next
player turn.

2 Crew - Stunned
The vehicle's crew is knocked about by the attack,
or perhaps all of the vehicle's targeting and steering
systems are temporanly scrambled (or maybe the
crew have decided to temporarily bailout and take
cover somewhere nearby). The vehICle may not
move nor shoot until the end of its next player turn.

Note: Additional stunned and shaken results are not
cumulative, so if a vehicle is shaken three times it IS still
only unable to fire in its next Shooting phase, not its
next three Shooting phases!

3 Damaged - Weapon Destroyed
One of the vehKle's \veapons (chosen by the
attacker) IS destroyed - npped off by the force of
the attack. If a vehicle has no weapons left, treat
this result as an 'immobilised' result instead. This
can include vehicle upgrades that function as
weapons, such as pintle-mounted storm bolters or
hunter-killer missiles.

4 Damaged - Immobilised
The vehicle has taken a hit that has crippled a
wheel, track, grav plate, jet or leg. It may not move
for the rest of the game. An immobilised vehicle
may not turn in place but its turret may continue to
rotate to select targets, and other weapons retain
their normal arc of fire, Further 'immobilised' results
count as 'weapon destroyed' instead.

VEHICLE DAMAGE TABLE

Modifiers:
Glancing hit
Hit by 'AP-' weapon
Hrt by 'APt' weapon
Target is open-topped

06
1 or less
2
3
4
5
6 or more

RESULT
Crew - Shaken
Crew - Stunned
Damaged - Weapon Destroyed
Damaged - Immobilised
Destroyed - Wrecked.
Destroyed - Explodes!

-2
-1

+1
+1

Note: A vehicle that suffers either Damaged result
when it has no weapons left and is already immobilised
treats the result as 'Destroyed - Wrecked' instead.

5 Destroyed - Wrecked
The attack critically damages the hull and internal
systems - the vehicle is destroyed. The model is left
in place and becomes a wreck (see page 62).

6 Destroyed - Explodes
The vehicle is destroyed, as its fuel and ammo
detonate, ripping it apart in a spectacular explosion.
Flaming debris is scattered 06' from the vehicle,
and models in range suffer a Strength 3, AP- hit.
The vehicle is then removed and is replaced with an
area of difficult ground representing scattered
wreckage or a crater (rf you have one).

Note: VehICle drIVers, gunners and other Of!rN are killed
if their vehicle suffers either Destroyed results.
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WRECKS
Wrecked vehicles are left on the table and effectively
become a piece of terrain, counting as both difficult
and dangerous terrain, and proVH:llng cover. Players
must dearly mark. that a vehicle has beer! wrecked in
any way they consider suitable. For example, they can
turn the vehICle or just its turret uPSIde down (and not
sideways to gain extra cover!), place a marker or cotton
wool on it to represent smoIc:e and flames. and so on.

VEHICLES AND COVER­
OBSCURED TARGETS
Vehicles do not benefit from cover In the same way as
infantry - their sheer size and bulk mean they cannot
take advantage of cover as well as Infantry and other
smaller. more agile troops. They can, however, position
themselves in such Cl way as to make it harder for the
enemy to hit them in a vulnerable location. The
difference from the way cover works for other models
is represented by the following exceptions to the
normal rules for cover:

• At least 50% of the faCIng of the vehicle that is
being targeted (i.e. its front, Side or rear) needs to be
hidden by Intervening terrain or models from the
point of view of the firer for the vehicle to claim to
be In cover. If this is the case, the vehICle is said to be
obscured (or 'hull down'). If a squad is finng at a
vehicle, the vehicle is obscured only if It IS 50%
hidden from the majority of the firing models (do not
count models that cannot hurt the vehICle). Just like
WIth units of several models, If you're not sure
whether the vehicle is 50% In cover or not, simply
modify its save by -1.

• Vehicles are not obscured simply for being inside area
terrain. The 50% rule given above takes precedence.

• Obviously, vehicles cannot go to ground, voluntarily
or otherwise.

If the target is obscured and suffers a glancing or
penetrating hit, it may take a cover save against it,
exactly like a non-vehicle model would do against a
wound (for example, a save of 5+ for a hedge, 4+ for a
bUilding, 3+ for a fortification, and so 00). If the save is
passed, the hit is discarded and no roll is made on the
vehICle Damage table.

It a speCial rule or a piece of wargear confers to a
...ehICIe the ability of being obscured even If in the
open. this is a 4+ cover save, unless specified othelWlSe
In the Codex.

I may rarely happen that the firing unit cannot see any
part of the facing they are in (front. side Of rear), but
they can still see another facing of the target vehicle.
In thiS case they may take the shot against the facing
they can see, but to represent such an extremely
angled shot. the vehicle receives a 3+ cover save.
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PKture ,: more rhiJn 50% of~ Rhmo's sKie is hidden
by the building - ~ Rhino is obscured
I'Kture 1: less rhiJn 50% of~ Rhino's sKie is tooden by
the building - ~ Rhino is not obscured.

SMOKE LAUNCHERS
Some vehicles have small launchers mounted onto
them that carry smoke canisters (or a more
sophisticated equivalent in the case of some alien
vehicles). These are used to temporarily hide the
vehicle behind concealing clouds of smoke ­
especially useful when moving out into the open.

Once per game, after completing its move, a
vehicle with smoke launchers can trigger them (it
doesn't matter how far it moved), Place some
cotton wool or other suitable marker on or
around the vehicle to show It is obscured. The
vehicle may not fire any of its weapons In the
same turn as it used its smoke launchers, but will
count as obscured in the next enemy Shooting
phase, receiving a 4+ COVl"l" save.

After the enemy's Shooting phase, the smoke
dIsperses with no further effect. Note that a
vehicle may still use smoke launchers even if its
crew are shaken or stunned.

It is worth pointing out that some armies might
use different versions of smoke launchers, which
have slightly different rules. As normal, the rules in
the Codex take precedence.



VEHiClES AND ASSAULTS
Vehicles can be both very dangerous and very
vulnerable at close quarters. On one hand. massively
armoured vehicles can scatter infantry before them, as
no one in their right mind would wish to be caught
beneath the tracks of an eighty-tonne tank bearing
down on them! On the other hand, Cl statIOnary vehicle
can often be very easily destroyed, as individuals
clamber over it. attaching all manner of grenades and
shooting into vulnerable spots.

ASSAULTING VEHiClES
Infantry (an pose a grave threat to vehicles if they get
close enough. They can wredc. Cl vehICle by shooting
through vision slits, planting explosives on fuel tanKs,
tearing open hatches to attack the (ff!'N or committing
some other equally imaginative act of mayhem.

launching an assault
A unit (an assault a vehicle in the Assault phase.
The assault IT'IOV€ is conducted just the same as
assaulting other enemy unrts. As normal, all engaged
models will attack.

Rolling to hit against vehicles
As the vehicle has no WS, the score needed for a hit
depends on the speed of the target, as follows:

At the conclusion of a round of close combat against a
vehicle there is no combat result, and so there are no
sweeping advances, no pile-in and no consolidation
moves. The vehicle and the enemy remain where they
are and are free to simply move away in future turns.
In a multiple fight including enemy vehicles and other
unit types, the result of the fight is worked out as
normal against the laner, ignoring the vehicles.

Successive turns
If a vehicle that has been assaulted, and has survived,
does not move in its successive Movement phase,
enemy models will still be In base contact with it during
its Shooting and Assault phase. Enemy models that are
in base contact with a vehicle are not locked in combat
and can therefore be shot dunng the Shooting phase.

If the vehicle pivots on the spot (to shoot at its
attackers for example), move these models out of the
way as you shih the vehicle and then ptace them back
into base contact with the vehicle.

Units that still have models m base contact with a
vehicle in its Assault phase may attack it again, just as
in a normal ongoing combat (including all models that
would count as engaged in a normal assault).

Target
Attacking avehicle that is
Immobilised or was stallOnary
In its previous turn.

Attacking avehicle that
moved at combat speed
In its previous turn.

06 roll n~ed
AutomatIC hit

4,

GRENADES
A well-placed grenade can often achieve a kill on
a vehicle. Specialist tank-hunting troops are
frequently equipped with krak grenades (a special
type of high-explosive grenade designed to stop
vehicles in their tracks) or even melta bombs
(fusion based charges that can reduce a battle
tank to a burnt-out wreck in milliseconds).

Note: when assessing how far a vehicle has moved,
only take into account the actual distance covered from
Its original position. Moving backwards and forwards or
driVing around in circles does not help!

Combat results
Combats against vehicles are very different from those
among other unit types. For a start, whilst vehicles can
be assaulted, they cannot be locked in combat.

Armour penetration in close combat
Armour Penetration is worked out in the same way as
for shooting (06 + the Strength of the attacker). In
dose combat, ~r, all hits are resolved against the
vehicle,,> rear armour, to represent the chance of
attacking a vulnerable spot.

Defensive and assault grenades 4+06

6+06

8+206

Krak grenades

Melta bombs

VEHiClES AND MORALE
Vehicles never take Morale checks for any reason.
It is assumed that in all cases the vehicle"> crew has
unshakeable faith In their vehicle and their orders.
Any occasional lapses that do occur are represented by
Cff!W shaken and stunned results on the Damage table.

Grenades have to be clamped or placed so as to
inflict enough damage, so each model using them
can only ever make one attack, regardless of the
number of Attacks on their profile and any bonus
attacks. Against vehicles, grenades have the
following armour penetration:

6Attacking avehicle that
moved at cruising speed
In its previous turn.
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UNITS OF VEHiClES - S UADRONS
Most vehides fight as individual units and are
represented by a Single model. However, some small
vehicles, like Ork Warbuggies and Eldar Vypers, operate
In units of more than one vehicle, known as SQuadrons.
These follow the rules for normal units, with the
following exceptions:

MOVEMENT PHASE
When a squadron moves, all of its vehicles move at the
same speed (i.e. they all move at combat speed, at
cruising speed, etc.). All of its vehicles have to maintain
coherency, just like ordinary units, but vehicles in a
squadron need only to remain within 4· of each other
to be in coherency, rather than WIthin 2· .

SHOOTING PHASE
When shooting, a SQuadron of vehicles fires all of its
available weaponry at a single enemy unit. like other
units, vehicles in squadrons can see and shoot through
members of their own unit, just as If they were not
there. This represents the vehicles manoeuvring around
each other in a well-practiced battle formation.

" TlfE RULES SEGION: Vehicles

When a squadron of vehicles is fired at, roll to hit and
for armour penetratIOn against the squaclron's common
Armour Value (wtlich is normally the same for all
facings, and in most cases is 10). If the vehicles in the
squadron have different Armour Values on different
facings, use the Armour Value of the facing of the
closest visible vehicle.

Once all of the armour penetration rolls have been
made, the player controlling the squadron allocates the
glancing and penetrating hits to squadron members as
he would allocate wounds to members of a normal
unit. Then he takes any cover saves available 10 the
squadron - use the rules for vehicles to determine if
each squadron member is in cover (ignoring other
members of the squadron, as if they were not there),
and then the rules for normal units to 'NOrk. out if the
entire squadron is in cover Of not. After cover saves are
taken. make the damage rolls for any remaining
glancing and penetrating hits. The effects of damage
results on vehicle squadrons are slightly different than
on normal vehicles, as described below.

DAMAGE RESULTS AGAINST SQUADRONS
The mutual support of vehicles in squadrons makes
them resilient to damage results affecting the crew. On
the other hand, Ihe crews are under strict orders to
abandon immobilised vehicles and dIsable them, not to
leave them as spoils of war for the enemy.

To represent this, treat all immobilised results as
destroyed (wrecked) and all stunned results as shaken.
If a squadron consists of a single vehicle wtlen an
enemy unit fires at It, it reverts to the normal rules for
vehicle damage results.

For example, a squad of Space Marine Devastators
opens fire against a squadron of three Eldar Vypers,
scores several hits, and rolls for armour penetration
against the squadron's Armour Value of 10. This results
in three penetrating hits and three glandng hits.
The Eldar player allocates two penetrating hits on one
"YPer. two glancing hits on another and one
penetrating and one glancing hit on the last !oyper.
He then takes the cover saves for his~ (4+, for
example), saving one of the glancing hits and one of
the peneuating hits. Finally the opponent rolls for
damage for the two glancing and two penetrating hits
that are !eft and the results are immediately applied on
the \1fpers that suffered them.

ASSAULT PHASE
When engaged in close combat against a squadron,
enemy models roll to hit and for armour penetration
against the squadron as a whole. Damage results have
the .same effect as described above, and are allocated
against the squadron at each Initiative value, in the
same way as a normal combat. As usual for combats
agaInst vehicles, there is no defenders' reaction,
combat resolution, pile-in moves, consolidation, ete.



VEHICLE TYPES

Transport vehicles
Transport vehides are designed to carry Infantry
squads around the battlefield. They offer to the
warriors either the protection of an armoured hull to
shield them from anti-personnel fire or a much
higher movement speed, or might even combine
both advantages, as in the case of Eldar transports.

Tanks
Tanks are a common sight on the battlefields of the
41st Millennium. Most races field some kind of
heavily armed and armoured vehicle, from the huge
and lumbering leman Russ battle tanks of the
Imperial Guard. to the sleek and sophistICated grav­
tanks of the Eldar. Tanks are often fitted for multi­
role capability, which will commonly include troop
uansportation, tank.hunting and infantry support.

Open-topped vehicles
Some vehicles are not fully enclosed. but expose
theIr crews to a hostile universe. There are many
reasons for this - to give reconnaissance UnitS a dear
f eld of vision. to make embarking and disembarking
passengers easier. or it may simply be impractical to
enclose the crew. While crews and embarked
passengers on open-topped vehicles have more
freedom of movement and better arcs of vision, the
IdCk of an enclosed crew space inevitably means that
the vehicle is more vulnerable to incoming fire.

----.

.'

Fast vehicles
As the name suggests, fast vehicles are sigmficantly
quicker than most. Many fast vehicles are also
skimmers. however, a few wheeled or tracked
vehicles are also capable of high speeds, mostly due
to either their tight weight or extremely powerful
engines. This type of vehicle has the additional
advantage of being able to fire weapons while
moving at higher speeds.

Skimmers
While most vehicles travel across the ground on
wheels, tracks or legs, some advanced machines are
fitted with jets or anti-gravity drives that enable
them to swoop and hover a few metres above the
battlefield. This is not true flight. but rather a limited
version of it. Often skimmers will also be categorised
as fast vehICles but this is not always the case.

Walkers
On any battlefield, there are places where
conventional vehicles cannot go - built-up areas,
dense forests, narrow tunnels, and so on. For this
reason, many armies use vehICles that are propelled
by two, or sometimes more, mechanical legs. These
vehicles are usually capable of carrying as many
weapon systems as a tank on a significantly smaller
and lighter chassis. They combine the resilience of a
tank with the manoeuvrability of an infantryman.
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TRANSPORT VEHICLES
Some vehicles can carry infantry across the battlefield.
providing speed and protection. Of course if the
transport is destroyed, the passengers nsk being burnt
alive in the explOSIon.

Transports have several additional characteristics:
Transport Capacity, Fire Points and Access Points.

TRANSPORT CAPACITY
Each transport vehicle has a maximum passenger
capacity, which can never be exceeded.

A transport may carry a single infantry unit and/or any
number of independent characters (as long as they
count as infantry), up to a total of models equal to the
vehicle's transport capacity. The entire unit must be
embarked on a transport if any part of it's - a unit
may never be partially embarked or spread across
multiple transport vehicles.

Only infantry models may embark in transports (it is
worth spedfying that this does not include jump
Infantry), unless a Codex book states otherwise.

Some larger infantry models may count as more than
one model for the purposes of taking up a transport's
capacity, and this will be specified In the transporting
vehicle's rules (for example, each Space Marine
Terminator counts as two models).

Sometimes, there will be constraints on which types of
models can embark on a particular vehicle, and this will
be specified in the vehide's entry. Space Marine
Terminators, for example, cannot embark on a Rhino or
Razorback, although they may be transported by a
Land Raider.

FIRE POINTS
A transport vehicle may have a number of fire points
defined in its entry. A fire point is a hatch or gun slit
from which one or more passengers inside the vehicle
can fire (or use a psychic power).

Unless specified differently in the vehicle's entry, a
single passenger may fire out of a fire point and the
other transported models may not fire. Ranges and line
of sight are measured from the fire point Itself.

Models firing from a vehicle count as moving if the
vehicle moves, and may not fire at all if the vehicle
moved at Cruising speed that turn.

ACCESS POINTS
Each vehicle capable of carrying passengers will have a
number of access points defined in its entry. These are
the doors, ramps and hatches that passengers use to
get in and out of the vehicle. Models can embark or
disembark Within 2· of an access point.

EMBARKING ANO DISEMBARKING
Models can only voluntarily embark or disembarlc: in the
Movement phase, and may not voluntarily both embark
and disembark in the same player turn. However, they
may embark and then be forced to disembark if their
transport is destroyed.

Embarking
A unit can embark onto a vehicle by moving each
model to within 2· of its access points in the
Movement phase. The whole unit must be able to
embark - if some models are out of range, the unit
must stay outside. When the unit embarks, it is
removed from the table and placed aSide, making a
note or otherwise markmg that the unit is being
transported (we find that placing one of the unit's
models on top of the transport works well!). If the
players need to measure a range involving the
embarked unit (except for its shooting), this range is
measured to or from the vehicle's hull.

• If the vehicle moved before its passengers got
aboard, it may not move any further (including
pivoting on the spot).

• If the vehicle has not moved before its passengers
got aboard, it can move as normal.

Only ID dc.tb dncs duty cnd.

Embarking

All of the Space Marines have moved to within r of the
rransport's access points. The squad may embart.
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Disembarking
A unit that begins its Movement phase aboard a vehicle
can disembark either before or after the vehicle has
moved. When the unit disembarks, each model is
deployed within 2· of one of the vehicle's access
pomts, and within unit coherency. Models cannot
dIsembark within 1• of an enemy. If any models cannot
dIsembark be<:ause of enemies or because they would
end up in impassable terrain, the unit can perform an
'emergency disembarkation' - the models are deployed
anywhere within 2· of the vehicle's hull, but the unit
can't do anything else for the rest of the turn. If even
this disembarkation is impossible, they can't disembarlc:.

• If the vehkle has already moved (Including pivoting
on the spot), the passengers may disembark, but
not move any further In that Movement phase.
Once the models have disembarked, the vehicle
may not move any further (including pivotmg on
the spot). After disembarking, these models may
shoot (counting as moving), but may not assault.

• If the vehicle has not yet moved, then the
passengers may disembark and move normally.
The vehicle can also then move rlOfmally.
The disembarked models may shoot (countmg as
moving), and may assault as normal.

Disembarking

'"

of the Space Marines ha~ d~rked within 2· of
uanspott's access points.

illdependent characters
tmbarking and disembarking

" mependent character (or even more than one)
o a unit are both embarked in the same vehicle, they
~omatJcally joined, just as if the character was
., 2· of the unit. If either an independent

er or a unit is already in a vehicle, the other may
them by embarking too (assuming, of course, that

IS enough space left).

The unit and the independent characters may, in a later
Movement phase, disembark together as a single unit.
They can also disembark separately by either the unit or
the characters disembarking while the others remain
onboard, or even disembarking at the same time using
different access points (but they must end their move
more than 2· away from each other). If the vehicle has
yet to move, both unit and characters can dISembark
together and In coherency, but then the characters can
leave the unit as they move, as rlOfmal.

EFFECTS OF DAMAGE
RESULTS ON PASSENGERS
Crew shaken & crew stunned
Passengers may not shoot from the vehlde in their next
Shooting phase, but are otherwise unaffected.

Weapon destroyed & immobilised
These results have no effect on passengers.

Destroyed - wrecked
The passengers must immedIately disembark and then
take a Pmning test. Any models that cannot disembark
are destroyed. After this, the vehicle becomes a wreck.

Destroyed - explodes!
The unit suffers a number of Strength 4, AP- hits equal
to the number of models embarked, treated Just like hits
from shooting. The surviving passengers are placed where
the vehicle used to be and then take a Pinning test.

Note: remember that all models m a Single unit fire
Simultaneously, so a squad cannot take out a transport
with its lascannon and then mow down the occupants
with their bolters. However, If a transport is destroyed
(either result) by a ranged attack, the unit that shot it
may assault the now disembarked passengers, if it is
allowed to assault according to the assault rules.

DEDICATED TRANSPORTS
Sometimes a unit entry in a Codex will include a
transport option, allowing a vehicle to be selected
together with the unit. These 'dedicated
transports' do not use up a slot on the force
organisation chart. Other vehicles may also have a
transport capacity, but they are chosen separately
as normal and occupy a force organisation chart
slot of their own (fOf exampJe, the mighty Space
Marine land Raider).

The only limitation of a dedicated transport is that
when it is deployed it can only carry the unit it
was selected with (plus any independent
characters). After the game begins, it can then
transport any friendly infantry unit, subject to
transport capacity and other special exdusions, as
explained in the vehlde's entry (it might not be
able to transport Terminators, fOf example).
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TANKS
Tanks are the most common vehicle type found Ofl the
battlefields of the 41 st Millennium, where their armour
and firepower are an invaluable asset for any army.

Tanks follow the normal rules for vehicles, with the
additions and exceptions given below.

Once the vehicle has been 'aimed' and the speed
declared, mOVi! the vehicle straight forward until it
comes into contact with an enemy unit or it reaches
the distance declared - no other changes of direction
are allowed during a tank shock. If no enemy unit is
reached, just move the vehicle straight ahead for the
distance declared and no special attack takes place.

TANK SHOCK!
Tanks may decide to use their mass as a weapon.
driving right into and through densely packed enemies.
This often thrOVolS the opposing battle line Into disarray,
as having some monstrous metal behemoth coming
straight at you is unnerving for anybody.

When moving a tank, the player can declare that the
vehicle is going to attempt to make a tank shock attack
instead of moving normally. This is an exception to the
rule that enemy models cannot be moved through.

Remember, though. that fnendly models still cannot be
~ through. so a tank shod:. cannot be attempted
if friendly models are In the way. Also, tank shod
cannot be attempted against enemy units that are
locked in combat, as the risk of harming fnends in the
swirling melee is too high.

To make this kind of attack, first turn the vehicle on the
spot in the direction you intend to move it and declare
how many inches the vehicle is going to move. The
vehicle must move at least at combat speed. Note that
because pIVOting on the spot does not count as
moving, this is not enough for a tank shock.

If an enemy unit other than another vehicle is reached
(induding any model In an anillery unit), the unit must
take a Morale check and WIll Immediately fall back if it
fails it. If the test is pcIssed the unit will simply let the
tank move through, as If it was not there. Regardless of
the result of the test, the vehicle keeps moving straight
on, possibly tank shocking more enemy units until it
reaches its final position. If the tank accidentally moves
into contact with a friendly model or comes to within
1" of an enemy vehicle, it immediately stops moving.

If some enemy models in the enemy unit would end up
underneath the vehicle when it reaches its final position
(it makes no difference whether the umt is falling back
or not), these models must be moved out of the way
by the shortest distance, leaving at least 1" between
them and the vehicle and maintaining unit coherency.

If the tank moved slowly enough during the tank shock
attack, it may fire as normal in the Shooting phase.

My armour IS contc:mp1.

Tank Shock!

Mor.l",
.~.

f.ilOfd

•• ••
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'"
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•-•.
~•.
••_ "" ..."hi,W fall bad.
.. tow.rchi th"'ir
". own t.blf ",g",

••• •
Mor.lf t",n p<Jnfd

The PreddrtY tank I1XM!S until;rs in contact WIth the arts. which pass their Morale rest.
The art Nob attempts a Death 0( Glory! attack wrth his power daw, bur rolls poorly,
failing to stop 0( destroy the rank, and is removed. The PredatO( finishes its molo'l?,
coming into contact WIth the Gretchin, which fail their Morale check and fa!1 back.

T.nk Shoxk di5t.ntf tr,vflled
------_.---------------------------------------------------------------~
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Each vehicle immediately suffers a hit against the
armour facing where the other vehicle has impacted (so
the rammer always uses its front armour). The Strength
of the hits will often be different for different vehicles,
and is calculated as follows for each vehicle:

•

+1

+1

+1

• Armour. Each point of armour
above lOon the point of impact:

• Speed. Each full 3' moved that turn
by the rammer before impact:

• Mass. If the vehicle is a tank:

Ramming is a special type of tank shock move and is
executed the same way, except that the tank must
always move at the highest speed it is capable of. Units
other than vehicles in the way of a ramming tank are
tank shocked as normal. However, if the ramming tank
comes into contact with an enemy vehicle, the collision
is resolved as follows.

~ the model successfully managed to stun, destroy or
""'IllObilise it, the vehicle grinds to a halt directly in
mm of the heroic individual (or blows up there!).

Death or Glory!
f a unit that has been attacked by tank shock passes
5 Morale test, one of its models in the vehicle's path
can stand and attempt to destroy it rather than move
out of the way (this is potentially a rather suicidal thing
to do!). The model nominated for this heroic duty
makes a single attack against the incoming tank.
Even if the weapon used is assault 3, for example, or
the model is normally allowed more than one attack,
only one attack is ever resolved in this case. The attack
can be either a shot from a weapon carried by the
model. or a single close combat attack using any
weapon carried, including grenades. Whatever form it
tal:es, the attack hits automatically, so resolve the hit
against the vehicle's front armour (using the front
:wmour even if the model uses a close combat attack),
and Immediately apply any damage results.
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For example: a Land Raider rams an Ork Trukk, hitting it
in the side. The Land Raider has a front armour of 14
(4 points over 10, for a (Oral of +4), has moved 10'
before reaching rhe Trukk (for an extra +3) and is a
rank (+ 1). The total is 4+3+ 1, which means that the
Trukk suffers a Strength 8 hit against its side armour.
At the same time, the Land Raider suffers a Strength 3
hit against its front armour (+0 for the Trukk's side
armour of 10, +0 because the Trukk is not a tank and
+3 for the Land Raider's own speed).

Both players roll for armour penetration against their
enemy vehicle and any result is immediately applied. If
the vehicle that is rammed is not removed, the rammer
halts. However, if the rammed vehicle is removed
because it suffers a 'destroyed - explodes!' damage
result. the rammer continues its move, until it reaches
its maximum move distance or another enemy (which it
will tank shock or ram again!).

Rhmo pivots towards the Trukk and moves 10 full irn:hes before hitting the Trukk. As the Rhino's front armour is 11, the
~ 5 (+ r for armour, +3 for speed and + 1 for being a tank), so the Trukk suffers a Strength 5 hit on its side armour

tS 10). In return, the Rhino suffers a Strength 3 hit on its Front Armour.

the attack fails to stop the vehicle, then the tank
J1QC continues as normal, except that the brave (but

perhaps rather foolish) glory seeker is crushed by the
oenlCle grinding over him - the model is removed,
~rdless of Wounds, saves (invulnerable or not), or

other clever way of staying alive they can think of.

Ramming

AA ery units may attempt a Death or Glory! as well,
• either a crewman (resolved as above) or a gun

...:JdeL If a gun model does this and fails to stop the
1:. both the gun and one crewman are removed.

RAMMING
log is a rather desperate manoeuvre and means

. .at the tank must concentrate on moving at top speed
ards one enemy vehicle. This means that it may not
t in that turn's Shooting phase, making it an

ractive choice for vehicles that have no armament
•• Of are shaken.



OPEN-TOPPED VEHiClES
Some vehicles are much less armoured than tanks. This
means they are more vulnerable to damage because of
their lightweight construction and the fact that their
crew is exposed to enemy fire. However, passengers
can fire out and disembark much more easily than
normal. Typical examples of open-lopped vehicles are
Ork Trukks and Dark Eldar Raiders. Open-topped
vehicles follow the normal vehicle fules. with the
additions and exceptions given below.

OPEN-TOPPED TRANSPORT VEHICLES
Open-topped vehicles do not have specific fire points.
Instead, all passengers in an open-topped vehicle may
fire. measuring range and line of SIght from the hull of
the vehicle. Open-topped vehicles do not have specific
access POints. Models can embark Of disembark within
2· of any point of the vehicle. The passengers of open­
topped vehicles may assault. even if the vehicle has
moved before their disembarkatioo. As it is much easier
to bailout from an open topped transport, the
Strength of hits inflicted on passengers by exploding
open topped transports is one point lower than it
would be in a normallransport (Le. Strength 3).

DAMAGING OPEN-TOPPED VEHICLES
Whenever a damage roll is made against an open­
topped vehicle, add +1 to the result.
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FAST VEHiClES
Some vehicles are markedly faster then the lTlOfe
ponderous tanks, be<ause of the combination of their
lighter construction and more powerful engines.

Fast vehicles follow the normal rules for vehicles, with
the additions and exceptions given below.

MOVING FAST VEHICLES
Fast vehicles are capable of a third level of speed, called
'flat out'. A fast vehicle going flat out moves more than
12" and up to 18'. This represents the fast vehicle
moving at top speed, without firing its guns and is
treated in all respects exactly the same as moving at
cruising speed fOf a vehicle that is not fast (except
where noted otherwise). For example. a fast vehicle
moving flat out on a road may move up to 24' .

FAST VEHICLES FIRING
Fast vehicles may move and fire more effectrvely than
other types of vehicles.

Fast vehicles that move at combat speed may fire all of
their weapons, just like other types of vehicles that
have remained stationary (including ordnance barrage
weapons, which cannot usually be fired on the move).

Fast vehicles that move at cruising speed may fire a
single weapon (plus all defensive weapons, just like
other types of vehicle moving at combat speed).

Fast vehicles moving flat out may fire no weapons.

ASSAUlTING FAST VEHiClES
Fast vehicles that moved 'flat out' in the previOus turn
and are not immobilised are hit on a 6 in assaults
(exactly as if moving at cruising speed).

FAST TRANSPORT VEHICLES
Passengers may not embark onto or disembark from a
fast vehicle if it has moved (or is going to move) flat
out in that Movement phase.

"Why do we ride iltOP these degilDt

cuft? The bener to heu the screams of

our prey as we ride them dOWD. to

savour the fear etched OD their faces. to

taste the tantalising tang of their blood

in the air as an appetiser before the

feast. But most of all we ride them so

that the slaughter may begin as soon as

possible."

Dhuilq Bb<ktoague. ~N.I of tbe Pierced Eye
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SKIMMERS
Some highly advanced vehicles are fitted with anti·
gl'<lVJty drives that allow them to skim S'Nift1y over rough
1efT31n and intervening troops.

$(; mmers follow the normal rules for vehIcles, with the
add,tions and exceptions given below.

MEASURING DISTANCES
un lke other vehicles. skimmers have transparent 'flying
bases' under their hull. As normal for vehicles, distances

measured to and from the skimmer's hull, with the
~ceptlons of the vehicle's weapons. access points and
.~ points, which all work as normal. The skimmer's
i»Se IS effectively ignored, except when assaulting a

romer, in which case models may move into contact
th the vehicle's hull. its base or both.

MOVING SKIMMERS
Ifl\mel'S can move over friendly and enemy models,
t they cannot end their move on top of either. Note
t a SKimmer must be set down on the table and left

p(ace at the end of its move - It cannot be left
09 In mid-air!

""lITleI'S can move over all terrain, Ignoring all
tIeS for diffICult terrain and tests fO( dangerous

In. However, if a moving skimmer starts 0( ends its
In dIfficult or dangerous terrain, It must take a

"'QefOUS terrain test.. A skimmer can even end its
over Impassable terrain if It is possible to actually

@ the model 00 top of ft, but if it does so It must
:e a dangerous terrain test.

ommer that is also fast and is moving flat out can
up to 24".

SHOOTING AT SKIMMERS
'!I'IITlers moving at high speed are very difficult to hit.

-mmer that is not immobilised and has moved flat
If\ Its last Movement phase counts as obscured

save of 4+) when fired at.

other hand. having your engines stall when
at high speed has its consequences, so a skimmer
rtrIITlObilised immediately crashes and IS destroyed

.<;ed) If It moved flat out in its last turn. If it moved
t suffers an immobilised result as normal.

rrvnef IS Immobilised 0( wrecked, Its base is
. If possible. If this is not possible (the base

tI.a'o'e been glued in place, fO( example), doo't
about It. The skimmer's ant/-9rav field is obviously

ng and an immobilised skimmer will simply
hc:lvering In place, incapable of any further

t (Including turning on the spot); a wrecked
"ON a floating, burning wreck. Note that it is not

1ed to remove the flying stand other than in the
above, as normally skimmers cannot land in

:ondltJons.

RAMMING A SKIMMER
Skimmers may try to dodge out of the w;ry of tanks
attempting to ram them (as long as the ramming tank
is not also a skimmer). The ramming tank stops in
contact with the skimmer as normal, but then, if the
player cootrolhng the skimmer wants to dodge, he
rolls a 06. On a 1 or 2 the collision proceeds as normal.
On a 3+ the skimmer avoids the tank, neither vehicle
suffers any damage, and the ramming tank stops in its
traeles (literally!), its crew coofused and disappointed.

"ListeD not for the. ~pproach of the

Eldar. nor look to the skies for their

coming. Their craft arc silent as

midnight. swift as dawn. and bring

n~ught but death to the enemies of that

forlorn rac.e.

Illljllisilor Czcnk. AdmolllliollS Illd Portcllts

J

•



WALKERS
Walkers are a very unusual type of vehicle. Instead of
wheels or tracks they have mechanical limbs that allow
them to stride forward. ploughing through densely
packed terrain with ease in order to bnng their
weapons to bear. Because of this they use some of the
rules for normal infantry.

ADDITIDNAL CHARACTERISTICS
Walkers have a Weapon Skill. Strength, Initiative and
Attacks value. representing their ability in dose combat
and reaction speed, in the same way that they do for
models that aren't vehicles. Shown here is an example:

Armour
TypeWSB5SFSRIA

Dreadnought Walker 4 4 6 12 12 10 4 2

MEASURING RANGES
If a walker has a base. measure ranges and distances to
and from its base. as you would for an infantry model.
If a walker does not have a base (like the Chaos
Defiler), measure to and from its hull (including its legs
and other limbs), as normal for vehicles. Firing the
walker's own weapons is an exception to this, as
explained later on this page.

MDVING WALKERS
While other vehicles can only move In the Movement
phase, walkers can also run in the Shootmg phase and
assault in the Assault phase, just as infantry can.

Walkers move in exactly the same way as infantry, so
they can move up to 6· in the Movement phase and
assault up to 6' in the Assault phase.

Difficult terrain affects walkers just as it does infantry.
Difficult terrain only counts as dangerous terrain for
walkers if it would do so for infantry. If walkers fail a
dangerous terrain test, they are immobilised.

Unlike infantry, a walker has a facing, which influences
where it Gm fIre (see below) and its Armour Value
when fired at.

WALKERS SHOOTING
Walkers can move and fire all of their weapons, just
like a stationary vehicle.

Alternatively, they can choose to run like infantry, and
this prevents them from firing and assaulting that turn,
as normal (though they can still trigger their smoke
launchers, if they have any). Obviously they cannot run
if they are stunned or immobilised.

When firing a walker's weapons, pivot the walker on
the spot so that Its guns are aimed at the target
(assume that all weapons mounted on a walker can
swivel 45°, like hull-mounted weapons) and then
measure the range from the weapon Itself and line of
Sight from the mountmg point of the weapon and
along its barrel, as normal for vehicles. ThiS pivoting in
the Shooting phase does not count as moving and
represents the vastly superior agility of walkers in
comparison with other vehicles. Keep in mind however
that the walker will probably remain facing in this
direction until its next Movement phase, so its facing
will determine where its rear armour is going to be
when the enemy returns fire!

SHDOTING AT WALKERS
When firing at a walker. WOfk out which of its Armour
Values to use as you would fOf any other vehicle, based
on the position of its 00dy. Walkers that are locked in
combat cannot be shot at.

~Wc pray for our brcthrcn who pilot

the Dreadnoughts. Though they take
ncw form. thcir souls. and thcir wcapon
mounts. rcmain purc.~

MullCUS c:..lgu
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WALKERS AND ASSAULTS
Walkers assault like infantry models. meaning that they
make assault moves and can be locked in combat with
enemy units. Walkers can make an assault even if they
fired heavy or rapid fire weapons. However, like normal
infantry, they can still only assault the unit they fired at.

RAMMING A WALKER
If a walker is rammed by a tank, it can choose to either
brace itself for the impact, in which case the collision is
resolved as normal for a vehicle, or it can attempt a
'Death or Gloryl' attack in the same way as infantry (it
cannot do this, however, if it is rammed in its rear arc).

,
1
I
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VEHICLE MOVING & SHOOTING SUMMARY CHART

Stationary Combat Speed Cruising Speed Flat Out

All (except Fast & Walkers) All Weapons 1 Weapon'" No Weapons N1A

Fast All Weapons All Weapons 1 Weapon* No Weapons

Walker All Weapons All Weapons N/A N1A

·plus all defensive weapons.

If the walker suffers a weapon destroyed result
and the player chooses the close combat weapon,
the walker loses the bonuses conferred by the
Dreadnought close combat weapon (and any
other weapon built into the same arm).

If a walker is armed with two or more close
combat weapons, it gains one bonus attack for
each additional weapon over the first. If one of its
additional weapons is destroyed, one bonus
attack is lost.

DREADNOUGHT
CLOSE COMBAT WEAPONS
Walkers are often armed with huge close combat
weapons - hammers, wrecking balls, claws, etc.
A Dreadnought close combat weapon is a power
weapon and doubles the walker's Strength in
close combat (up to a maximum of 10).

If it chooses 'Death or Glory!' and its attack fails to
stop the ramming tank, the walker will not be ready for
the impact and is hit on its rear armour in the collision.

SQUADRONS OF WALKERS
Squadrons of walkers follow all normal rules for vehicle
squadrons, except in assaults. They assault and react to
being assaulted in the same way as units of infantry,
moving to engage their attackers before attacks are
rolled. Damage results are resolved as described for
vehicle squadrons. however, and they attack back,
perform sweeping advances, pile-in moves and
consolidations like walkers (see Walkers and Assault).

Defeated walkers do not take Morale checks and are
not affected by the No Retreat! rule.

In close combat. walkers fight like infantry models.
However, any hits scored against them must roll for
armour penetration and damage as for a vehicle.
Models hitting a walker in close combat always roll for
penetration against its front armour. This is because the
walker is not a static target like other vehicles and
rampages through the melee, turning to face its
enemies. Consequently a walker is quite capable of
tearing apart its foe in close combat, while only the
specially armed (or monstrously powerful) will have any
hope of destroying a walker up close.

Each roll made on the Vehicle Damage table against a
walker counts as a single wound for the purposes of
working out who won the combat.

Shaken damage results do not affect the way a walker
fights in close combat.

Immobilised and/or stunned walkers fight in close
combat with one less attack than usual (to a minimum
of 1), but otherwise attack normally, no matter how
many immobilised and stunned results they suffered.

Grenades and melta bombs can be used against a
walker. A model will only manage to score a hit with a
grenade against a walker on the roll of 6. However, if a
walker is already stunned or immobilised at the start of
the Assault phase, the attackers roll to hit based on the
normal comparison of WS. Remember that models
USing grenades against vehicles only make one attack,

!/walkers make sweeping advances, pile-in moves and
roosolidations unless they are stunned or immobilised.



UNIVERSAL SPECIAL RULES
Many units of models in Warhammer 40,000
have unique special rules. There are,
however. quite a few special rules that are
shared by several units, even across different
Codex books. These are called 'universal
special rules' and are listed in this section for
ease of reference.

As this is just a summary, If any of the Codexes include
one of these special rules and the rule IS different, the
one in the Codex takes precedence (representing how
the general special rule applies to that specific race).

The special rules marked with an asterisk ('*) are
automatically lost by an mdependent charader joining
a unit that does not have the same special fule.
These rules are also lost by a UM that 15 JOined by an
independent character that does not have the same
special rule.

COUNTER-ATIACK
Troops with this skill believe that attack is always the
best form of defence. If assaulted. they will spring
fOJWard themselves and ferociously counter-attack the
charging enemy.

To represent this. when a unit with this rule IS assaulted
by the enemy It must take a leadership test. If the test
is successful all models in the unit get the +1 assault
bonus to theIr attacks. exactly as If they too had
assaulted that turn.

This rule cannot be used if. when assaulted, the unit
was already locked in combat from a previous turn.

ETERNAL WARRIOR
The model IS immune to the effects of the Instant
Death rule.
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FEARLESS
Fearless troops automatically pass all Morale and
Pinning tests they are required to take, and will never
fall back. They can however go to ground voluntarily.
This special rule is gained by any independent character
joining a fearless unit. However, as long as a fearless
character stays with a unit that is not fearless. he loses
this special rule. If a unit that is falling back suddenly
gains this rule, it will automatically regroup at the
beginning of its next Movement phase, regardless of all
normal restrictions on regrouping.

FEel NO PAIN
Some warriors are so blood-frenzied or tough that they
can ignore injuries that would incapacitate even a
battle-hardened Space Marine. If a model with this
ability suffers an unsaved wound, roll a dice. On a 1,2
or 3, take the wound as normal (removing the model if
it loses its final Wound). On a 4, S or 6, the injury is
ignored and the model continu~ fighting. This ability
cannot be used against wounds from weapons that
inflict instant death (by having a high enough Strength
or a special rule to that effect; even if the model is an
eternal warrior). Neither can it be used against wounds
from APl and AP2 weapons, power weapons and any
other wound against which no armour save can ever be
taken (like wounds from power fists, Dreadnought close
combat weapons, rending weapons that roll a 6, Perils
of the Warp, failed dangerous terrain tests, etc).

FLEET'
There are many variants of this rule: Fleet of Foot, Fleet
of Claw, even Fleet of Hoof. Title aside, all models with
these abilities are treated the same. A unit with this rule
may assault in the same turn in which it has run.

FURIOUS CHARGE
Models with this skill are known for the wild ferocity of
their assaults. In a turn in which they assaulted into
combat they add +1 to both their Initiative and Strength
characteristics when attacking in close combat (note
that this has no effect on the Initiative tests for
sweeping advances).

HIT & RUN'
Units with this ability that are locked in combat may
choose to leave close combat at the end of the Assault
phase. The unit using the hit & run ability must take an
initiative test. If the test is failed nothing happens and
the models remain locked in the fight. If the t~t is
passed, the unit breaks from combat and immediately
moves up to 3D6" in a straight line in any direction,
tgnoring the units they are locked with. No sweeping
advance rolls are made Enemy units that are no longer
locked in combat may consolidate. A hit & run move is
oot slowed by difficult terrain, but is affected by

dangerous terrain. It may not be used to move into
contact with the enemy. If there are units with this rule
on both sides, roll-off to determine who goes first and
then alternate disengaging them. If the last of these
ends up no longer in combat, it consolidates instead.

INFILTRATE'
In the right circumstances, stealthy troops have the
ability to work their way into a forward position on the
battlefield or outflank enemy lines.

Units with this special rule are deployed last, after all
other units (friends and foe) have been deployed. If
both sides have infiltrators, the players roll-off and the
winner decides who goes first, and then alternate
deploying these units. Infiltrators may be set up
anywhere on the table that is more than 12" from any
enemy unit, as long as no deployed enemy unit can
draw a line of sight to them. This includes inside a
building (see page 83), as long as the building is more
than 12· from any enemy unit. Alternatively, they may
be set up anywhere on the table that is more than 18·
from any enemy unit, even in plain sight.

If a unit with this ability is deployed inside a transport
vehicle, it cannot infiltrate. Infiltrate also confers a
special outflank move to units of infiltrators that are
kept in reserve (see page 94).

MOVE THROUGH COVER'
Some units of infantry are especially adept at moving
through difficult terrain. Units with this rule roll an extra
D6 when rolling to move through difficult terrain. In
most circumstances this will mean that they roll three
D6 and pick the dice with the highest score.

NIGHT VISION/ACUTE SENSES
Warriors in certain parts of the galaxy have developed
nocturnal tendencies by fighting in perpetual night, or
perhaps carry equipment that gives them such abilities.
When the Night Fighting mission special rule is in use,
such models may choose to re-roll the test to determine
how far they can see, but must abide by the new result.
Characters with this rule confer it onto any unit they
join, as long as they are part of the unit. Units with this
rule confer it onto any characters joining them, as long
as they are part of the unit.

PREFERRED ENEMY
Some warriors are able to predict the moves of the
enemies they are used to fighting. In close combat, they
have developed special techniques that enable them to
counter such enemies more effectively. Such troops can
always re-roll their rolls to hit in close combat against
their preferred enemy. This ability does not work when
attacking vehicles without a Weapon Skill characteristic.
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RAGE
Some warriors are little more than mindless killing
machines. uxapable of rational thought and only
interested in gettmg to grips with the enemy as soon as
possible. In the Movement phase, units subject to rage
must always move as fast as possible towards the
closest visible enemy. In the Shooting phase, they are
free to decide whether to run, but if they do they must
run towards the closest visible enemy. In the Assault
phase they must always consolidate towards the closest
visible enemy, Whilst falling back.. embarked on Cl
transport, or if no enemy is visible, they ignore this rule.

RelENTLESS
Unlike common infantry, some powerful warriors like
monstrous creatures, jet packers and bikers can
advance while firing their weapons at full capacity.
Relentless models can shoot with rapid fire and hea-..y
weapons counting as stationary, even if they moved in
the previous Movement phase, and are also allowed to
assault in the same turn they fire them.

Note that a relentless independent character must still
abide by the assaulting limitations of any unit it has
Joined. if the unit is not itself relentless.

SCOUTS'
Scouts are used to reconnoitre ahead and are always in
the vanguard of the army. To represent thIS, after tx:lth
SIdes have deployed (including infiltrators). but before
the first player begins his first turn, any scouts may
make a normal move. This is done exactly as in their
Movement phase, except that during this move, scouts
must remain more than 12· away from any enemy.

If both sides have scouts, the players roll·off and the
winner decides who goes first, and then alternate
moving these units.

If a unit with this ability Is deployed inside a dedicated
transport vehicle, it confers the scout ability to the
transport too.

This rule also confers a special outflank move to units
of scouts that are kept in reserve (see page 94).

SKILLED RIDER
The rider IS hIghly practiced at moving though perilous
warzones. It may re-roll the dice for failed dangerous
terrain tests as long as its unit type is bike or cavalry.

SLOW AND PURPOSEFUL
Models with thiS speCIal rule are relentless (see above).
However, they always count as moving through difficult
terrain (including in assaults). Remember that a slow
and purposeful Independent character will cause any
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UM he joins to move at his speed (and vice versa) as
units have to move at the speed of the slowest model.

STEALTH
The ability to make maximum use of available cover has
saved many a warrior from discovery and death. All of
the unit's cover saves are improved by +,.
STUBBORN
Stubborn resistance against impossible odds is a feature
of some races. When taking Morale tests, stubborn
units always ignore any negative leadership modifiers.
Independent characters that are stubborn confer the
ability onto any unit that they join.

SWARMS
Swarms represent creatures that are too puny to be an
individual threat on the battlefield, but when operating
as a sea of dozens of creatures they can destroy much
larger enemies. All swarms have the 'stealth' and
'vulnerable to blasts/templates' special rules. In
addition, intervening swarms never offer any cover save
to monstrous creatures or vehicles.

TANK HUNTERS
Tank hunters are especially skilled at finding and
explOIting weaknesses in the armour of enemy vehicles.
They add +1 to their armour penetration rolls whenever
they hit a vehicle (both at range and in close combat).
In addition. they automatKal1y pass Morale checks
caused by tank shock.

TURBO-BOOSTERS'
Units mounted on bikes and jetbikes may utilise turbo­
boosters to move at extreme speed. When using their
turbo-boosters they may move up to 24' in the
Movement phase. Controlling their bike at such speeds
takes all their concentration and skill, however, so they
cannot move through difficult terrain, shoot, launch
assaults or execute any other voluntary action in the
same turn. In the following enemy Shooting phase, the
bike benefrts from a cover save of 3+ to represent the
difficulty of hining such fast-moving targets. In that
enemy Shooting phase, however, bikers lose the ability
of going to ground, and automatically pass Pinning
tests. A unit using turbo-boosters must end its move at
least 18· away from its starting point to claim this
cover save, as it relies on flat-out speed.

VULNERABLE TO BLASTSfTEMPLATES
Some units are especially vulnerable to blast weapons
and template weapons. If the unit is a vehicle, then
each hit counts as two hits. tf it is not a vehicle, each
unsaved wound is doubled to two wounds.



BUILDINGS AND RUINS
The buildings of the Warhammer 40,000
universe range from the small, primitive
structures built by tribesmen on feral
planets, through to huge futuristic
skyscrapers. crystalline spires, hardened
adamantium bunkers or glistening
biostructures. In addition. many of the
structures on a battlefield have been reduced
to ruins. Coping with this variety of different
structures, or even the rather smaller number
of types you are likely to see on the average
wargames table. can cause problems.
Generally at the most inopportune moment,
when the battle is raging at its fiercest,
a player will discover his opponent had an
entirely different take on how the rules
apply to a particular building. To help you
deal with these problems, and hopefully
confine the bloodshed to the tabletop,
we've put together the following guidelines.

DEFINING BUILDINGS AND RUINS
As with any type of tabletop terrain, it is worthwhile
discussing with your opponent what effect each
different structure will have before the battle begins.
This need not be a time consuming process;
in fact it will probably only take a few minutes, and
each structure can be as complicated or as
straightforward as you and your opponent wish it to
be. There is no right or wrong way to choose how your
buildings and ruins work - they can even behave
differently in different games!

BUILDINGS
This category includes all those intact buildings in
which players cannot physically place their models.
because they are solid pieces of terrain. This includes
military buildings like bunkers and barracks, but other
intact structures as well, such as the hardened control
centres at a spaceport, for example. On the battlefield.
intact buildings can be used not only as cover to hide
behind. but you can imagine your models entering
them and using them as a firing position from which to
repel the enemy. Buildings use aspects of the transport
vehicle rules allowing squads from both sides to occupy
and fire from them, or try to destroy them.

Impassable buildings
Some buildings in your terrain collection may look
impossible for models to enter (fortifications with
barred doors, solid metal cubes, imprisonment facilities,
etc.) or that it makes no earthly sense for models to
enter (gas storage silos, white-hot smelting cauldrons,
thermonuclear reactors, etc.). Any of these buildings
can be deemed impassable terrain.

RUINS
These structures have taken a hammering from shells,
explosions and rampaging war machines. They are
normally composed of badly damaged walls sitting
amongst piles of broken rubble. Ruins can also have
one or more floors partially intact. As they are often
lacking large chunks of walls and roof, ruins are the
easiest for gaming purposes. Players can place their
models inside and move them around to show their
position. No abstractions are required - both players
will be able to see the models for themselves.

This Space Marine command post is
built to withstand attack - it could
be a treated as a building.

This Tau power relay is bursting with
radioactive hazards - it is best
considered impassable terrain.

This battered administratum
structure is a perfect example of
a ruin.
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BUILDINGS
The bloody battles of the 41st Millennium often
envelop aties. towns, defence lines, research outposts,
hab blocks. pumpIng stations, army barracks. mining
colonies. space ports, tnbal forts. anCient tombs, sacred
shrines and countless other types of building. In the
middle of a war zone, such struaures afe generally
deserted, and as such they can be used as defensive
positions for troops from either side. Depending on
their size, buildings can house anything from Cl small
squad to an entire army.

Not all buildings need be designed with a military
purpose in mmd - they merely need to be Intad
structures (preferably With thick walls and good arcs of
fire) that troops can use as Cl defensive posltion against
an oncomIng foe.

Which pieces In your terrain collectIOn count as
bUildings is up to you and your opponent, but they can
range from unprepossessing wooden shacks to stone
dwellings and ceramlte bunkers to anCient alien hab­
complexes and battle fortresses.

Buildings of all types use aspects of the transport
vehicle rules. The main difference between them and
actual vehicles is that they can't move, and units from
eIther side can go InSide.

Some bunker or bastion models may be fitted with
,heir own wea~s. These weapons cannot be used to
shoot unless previously agreed With your opponent, or
unless there are special rules for that terrain pIeCe or
the mission you Intend to play that specifically say
otherwise. It is generally a good Idea to assume that
these weapons were abandoned long ago, and that
they no longer work.

IMPASSABLE BUILDINGS
There are times when a player's collection may include
bUildings that makes no sense for warriors to enter­
huge storage tanks, vast solid monuments and the like.
In game terms we refer to these structures as
Impassable buildings.

Impassable buildings and movement
If a building IS agreed to be Impassable at the start of
the game, it follows the normal rules for Impassable
terrain, and models cannot go inside it for any reason.
This is not to say that models will not Interact with the
building - it Will of course block line of sight and
provide cover for models sheltering in its lee.

Remember that if it is possible to physically place
models on top of an impassable building, jump
infantry, jetbikes and skimmers are allowed to end their
move there, treating it as dangerous terrain. As usual,
a brief discusslOO With your opponent about the
building before the game begins is well wor1hwhile.
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A shrine of rhe Adepro Sororiras.

What sort of game?
Warhammer 40,000 pldyers like many different
thmgs about the game. Some see it as a purely
competitive, taaical exercise, some prefer to focus
on relling an exciting story as the battle unfolds,
while others just love writing their own rules ­
devising new missions, creating special characters
or even changing the main rules of the game!
Obviously, players that meet regularly, at
someones house or a club, quickly learn what
sorts ofgames their friends like to play. However,
when you are gaming against someone new, it's
always INOrth spending a few minutes before the
battle talking about the game.

For example, if you have any ruins, you should
agree exactly how to use them. One player may
prefer to treat them simply as area terrain so that
he can concentrate on his grand plan, while
anorher may like the addirional srory-teffing that is
created if models cannot move through solid waifs
or climb up levels without stairs or ladders. Yet
another player may have written a house rule
where an elevator is activated if you also have
models next ro the power generator on the other
side of the table! No single approach is right or
wrong, as long as borh player.; have agreed
before the game.



BUILDINGS ARMOUR CHART

Armour Value,.
13
12
11
10
9

Building
Bastion or bunker
Stone-walled palace
Concrete city building
Brick house
Log cabin
Corrugated iron or wooden shed

When shooting at a building, roll to hit and for armour
penetration normally (in close combat they are hit
automatically, just like stationary vehicles). Buildings
treat stunned, immobilised and weapon destroyed
results as shaken results instead (weapon destroyed
may work as normal if you have agreed to use the
weapons mounted on the building, of course).
Wrecked buildings are treated in the same way as a
wrecked vehicle, and therefore become difficult and
dangerous terrain. If one is available, players may like
to put down a ruin in its place. Buildings that explode
can be replaced with an area of rubble or a crater.

manner as units inside a transport vehiCle should the
building be damaged, and so may suffer damage
and/or be forced to 'disembark'.

Bunkers and bastions have an Armour Value of 14 all
around. The Armour Values of other buildings may vary
between g and 13 (see the chart below for some
examples). The players must agree at the start of the
game on the Armour Value of all buildings in use.

All Space Marines in the squad have moved ro within 2" of
the building access point. so that the unit can 'embark.' into it.

FIRING FROM BUILDINGS
Just like some transport vehicles, buildings have fire
points that allow units inside to fire out. These could be
the fire slits on bunkers and bastions or the windows
on other buildings. Players should agree beforehand
where these fire points are. Unless the players agree
othervvise, up to two models may shoot through each
fire point of a building. Note that all of the models in a
unit firing from a building can only target a single
enemy unit, as normal.

You'll find that some structures won't have obvious
doors or stairs allowing access, but you wish to use
them as buildings, rather than impassable terrain.
For example, we've got some Orky buildings that
Include little watchtowers - unfortunately they lack any
visible method for actually getting up to the
watchtower! In cases like this the players can simply
agree to assume that there are internal doors or ladders
which allow access to the building.

AITACKING BUILDINGS
The best way to kill enemy troops in a fortified position
is usually just to destroy the fortified position. Units
may shoot at or assault an occupied building just as if it
was a vehicle. Units inside a building may not be
attacked directly, but will be affected in the same

Models entering a building are removed from the table
- you can either note down where they are on a piece
of paper or use another suitable reminder. Units of
Jump infantry, jetbikes and skimmers cannot land on a
building that is occupied by enemy units.

OCCUPYING BUILDINGS
Models can enter or exit a building through a doorway
or other opening that the players have agreed to treat
as an access point. Players should decide what the
access points are before deployment, in order to avoid
any possible confusion on this matter. This aside,
moving into or out of a building works the same as
embarking or disembarking from a vehicle (including
emergency disembarkations).

All of the normal rules apply, so only one infantry unit
(plus any independent characters that joined them) may
occupy a building at one time. The 'transport' capacity
of a small bunker might be ten models. while a large
bastion could hold any number of models from a single
unit. Again, this can vary according to what you and
your opponent agree on before the game begins.
Often, a Codex specifies that a certain infantry unit
made of rather large models may use transports, but
will count as more than a single model (Space Marine
Terminators, for example, count as two models each).
These rules should also be used whenever such units
enter a building (so, to continue our former example,
up to five Terminators could occupy a bunker that the
players have agreed to have a capacity of ten models).
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Template weapons
Template weapons such as flamers are designed to
attack enemies hidden behind defensive terrain, and
can attack models even if they are InSide a building.

To represent this, If one or more of the fire points on
a building fall under a template, the unit occupying the
Duilding suffers D6 hits from the template weapon.
The building itself also suffers one hit. as normal.

The Ott is hittIng the urnr occupying the ooilding by firing his
buma at the fire point

Parapet

PARAPETS AND BATIlEMENTS
Many buildings are constructed so warnors can be
positioned on the roof and fire from behind fortified
parapets or battlements. This allows extra models from
the unit to fire, but leaves the building more vulnerable
to attack. If any models from the unit are placed on a
parapet, they can fire in addition to those using firing
points. They still count as being in the building though,
so cannot be shot or assaulted directly. However, if a
Damage roll is made against the building while some
occupiers are on the roof, add +1 to the result.

Use your imagination!
Some players may want to use a I'E'ty large
building, such as a forrress, which could include
tOWE'fS, battlements, bunkers and so on, each
with different capacities and Armour Values. You
may simply want to deploy a unit inside a building
and another on the roof. You may even want to
come up with rules for jump packers assaulting
enemies on parapets. Inventing extra rules like this
is great fun, and wifl make for a very different
game. Players will have to agree before the game
how will models move between two adjoining
elements, and other details. You may even want
different elements of a fonress to be tre.3ted as
several types of structure - perhaps one section is
ruined, another impassable, whilst the rest is
treated as one or more buildings - see opposite
for an exnmple. As with most other things that
we have discussed In this section, the only limits
are the buildings you own and your imagination.

Example:

From appearances, this Ork hut might be
considered a corrugated iron shed.
However. we're assuming that an Ork
MekOOy has Mfixec/ it up good an' propa­
by welding scavenged armoor throughout
its primitive frame. AccordingI): it has been
dSSign«J an Armoor 'oWue of 12 - as much
as a concrete ooildingf

1oVe'l'!!' as:sx;ned the structure a capadty of
thirty - enough for a big mob of Or*. Boyz
to take shelter.

ThMo is a jagged doorway on every side of
the building (we decided to treat e«h one
as both an access point and a fire poinV
while the wide roof will allow plenty of
extra Boyz to shoot.

Access/Fire point
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Parapet

Access Jo..............i.E...Ji.....J
point

Antenna array

Heavy bolter
(non-functional)

Fire
point

Example:

This basrion is a hardened structure, purpose
builr for war, and so has been assigned an
Armour Value of 14. It's literally as tough as
rheycome

The bastion has only a single access point, but
several fire points - one on each facing. As it
is a large structure with multiple floors. we've
decided that the bastion can hold a unit of
any Size.

There are several fixed-mount heavy bolters on
the bastion, but we've assumed that they are
too arK/ent and decayed to do much else than
look menacing. Of course players could agree
that the heavy bolters can be fired. Similarly,
we consider the antenna array on rhe roof to
be purely decorative, but in some games you
could allow a bonus to reserve rolls for the
side that occupies the building. Bear in mind
rhat if you did use the heavy bolters and
antenna array, then the side occupying the
bastion would gain a considerable advantage,
and it would likely become the focus of fierce
fighting in your battles.

we ilgre-ed rhill the fortress is ()(I1y

accessible from rile gateho<Jse This is
counted oll iln AV 13 building Wllh 11

CiJpiJC'ly of 20, Models ,nside rhe
gar~ Clln 1I5e1l rum's movefIlt'fIt

fO enter e.lhfir of the tower bunkers.

We cho5e to Il'l'<lt the fortified parapet
~ a~rafe bujlding. rroops in the

bunker below can reach rhe top by

$pending a rum climbing 11 hidden
srairway Models ()(I the P<'rilper "trI
fim lhe Whirlwind mi:;5i/e !<l(lflC/lef

We decided to ff&3r the to~bunkers.IS
AV 14 buildings. As lhey are qwre sman.
rhey hilW' beM awgned a capaolyof IQ

models. Models in the 1OWl'r bunker can

operale the hu..y boIff!f ""rh,n.

This glorious building is an extreme example of the fun you can have with the rules for buildings. While such a
structure is complicated and likely to dominate any game it appears in, it'll certainly give you a battle to remember!
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RUINS
This section concentrates on ruins - the ones that
players can actually place their models inside. The extra
height and multiple levels of ruins require some extra
clarifications to explain how certain rules work. For
example, it is useful to explain how unit coherency, and
blast markers and templates work in this environment.

These rules are based on the height and area of the
plastic Warhammer 40,000 city ruins. They will work
just as well with ruins of your own creation, so long as
their dimensions are roughly similar.

RUINS: THE BASICS
All ruins are area terrain (providing a 4+ cover save)
and difficult terrain. Players may also agree at the
beginning of the game to treat some ruins as
dangerous terrain as well, representing unstable
structures on the verge of collapsing or that are still on
fire. Of course, the nature of ruins means that the
boundaries of the area terrain can be somewhat
indistinct The best way to counter this is to ensure that
both players are clear on the limits of each ruin before
the game begins.

Ruins with bases
A ruin may be mounted on a base, decorated with
rubble, collapsed walls and other debris. in which case
it is best to treat the base exactly the same as the
upper floors - as area terrain (providing a 4+ cover
save) and difficult terrain.

Ruins without bases
If the ruin has not been mounted on a base, then the
ground floor is not counted as either difficult terrain or
area terrain. Of course, units will still have to take
difficult terrain tests if they move through the walls or
if they climb to the upper floors (see opposite).

COPING WITH DIFFERENT HEIGHTS
With units in ruins you will often need to measure
weapon ranges between models on different levels and
at different heights. Measure the distance from base to
base, holding your tape measure at an angle as
necessary. Sometimes a wall of rubble or an exposed
stanchion will get in the way and YOU'll find it difficult,
or impossible, to accurately measure the distance.
Should this happen. it's more than acceptable to
estimate based on what you can measure.

UNIT COHERENCY
In the course of movement, it is possible that several
models from the same unit may end up spread across
two or more levels of a ruin. When this happens, the
models in the unit maintain unit coherency as long as
any part of the body of a model on a lower level is
within 2· of the base of a model that is higher up.
This means that you measure up 2· from the head of a
model on one level to the base of the model on the
next level up, and so on. Players should be generous
when measuring for very short models, like swarms,
which otherwise may be unable to spread over several
levels of a ruin (give them a break - they're only little!).

An example of a two-5torey ruin mounted on a base.
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MOVING WITHIN RUINS
Only certain troops are capable of clambering to the
upper levels of ruins. Accordingly, only infantry, jump
Infantry, Jetbikes. monstrous creatures and walkers may
move on the upper levels of a ruin - and only If the
model can physically be placed there. Other uMS may
only move on the ground level of the ruin.

Infantry, monstrous creatures and walkers
Even though different building models can vary in this
respect. we assume that every level of a ruin IS 3· tall.
A model moving on foot in a ruin therefore needs 3·
of Its movement to go up or down a level. As ruins are
difficult terrain, this means (hat if a 1or 2 is rolled. a
model may not make any vertical movement (but may
sull move horizontally Ofl its level). If a 3 is rolled, the
model can either move up to 3· horizontally or simply
go up or down a level WIthout any horizontal
movement. If a 4 or 5 is rolled, a model can either
move horizontally up to the maximum rolled or go
up/down a level as well as moving its remaining 1• or
2' horizontally. On a result of 6, the model will be able
to go up/down two levels if It does not move
hOrizontally at all, or move one level up/down and
hOrizontally for the remaining 3'.

Jump infantry and jetbikes
Remember that jetbikes, and jump infantry that are
USIng their packs, are not hindered by difficult terrain,
and may move over any terrain as part of their move
WIthout penalty.

However, if these models start or end their move in
difficult terrain (such as a ruinO, they must take a
dangerous terrain test. All surviVing models are then
Simply placed within 12' of their startmg point,
I/lCluding on a different level of a ruin (as shown in the
diagram on the right).

Walls, doors, ladders and lateral thinking
Should troops be able to move through walls if there is
no door? That's really down to what you and your
opponent decide. It's perfectly acceptable to assume

combatants on both sides have brought plenty of
cutting tools, acidiC disinteeJrators or naked ferocity to
""1USCle their way through any wall so foolish as to
U6od: their path. Indeed, the normal rules for movmg

rough difficult terrain allow you to do Just this.
Equally you could decide that models can only pass
'ram one side of a wall to the other if they walk
around, or if there is a door, window, grate or Similar
handy opening.

The same is true of ascending and descending levels
... thin a ruin. It's just as valid to assume that the
:ombatants should be able to climb the few feet from

one floor to the other as it is to disallow models from
blng higher in a ruin that has no ladders.
remember that the more involved your rules for

.Jms are, the longer the game will take.

The SpKe Marine's diffICUlt terrain roll of 5 allows hun fO

move r horizontally and orre level up (3").

The jetbike has passed its ddngerous terrain test and un
therefore move up ro 12' through the ruin.

~A fortress IS iI living thing: the
commlnder its bnin. the wll1s its bones.
the sensors its eyes and eus. the troops
its blood. their weapons its fists. This
tells us two things: H one organ filils.
the whole dies. And if the whole dies.
no single organ Cln survive 110ne."

Mordia Ihrr
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TEMPLATE AND BLAST WEAPONS
Multi-level ruins require certain conventions and
clarifications to ensure that template and blast
weapons behave in a consistent fashion, and to keep
the game moving.

When firing template or blast weapons at models in a
ruin: it can be tricky to physically place the marker or
template over the models in question. The best way to
gauge which models are actually under the template is
to simply hold the template above the entire ruin, and
look down through it. This is illustrated below.

The method for placing templates and markers over
ruins requires a degree of trust between players.
especially when intervening floors obscure your view of
the affected models.

Remember that once you have used the template or
blast marker to work out how many models are hit,
casualties can be removed from anywhere in the squad,
including models completely out of the firer's sight.

If is easiest to hold blast markers and templates above the ruin
and look down.

"There Can be no bystanders in the
battle for survival. Anyone who will not
fight by your side is an enemy you
must crush:'

Sniplorus Munjfi(~DluS

84 THE RULES SEQIQN: Buildings

Blast weapons
When firing a weapon with a blast marker into a ruin,
declare which floor you are aiming at, and continue as
normal. If a blast weapon scatters, it can still only hit
models on the level declared as the target.

The Space Marine player has declared that he is targeting the
Genestealers on the ground level, and so those on the higher
levels are unaffected even though rheyare beneath the marker.

The Tau Empire player declares that his Hammerhead rank is
targeting the Genestealers on the first level. The shot scatters, and
although there are still models under the marker, none are on the
level declared as the targer. 50 no hits are scored.



Barrage weapons
S¥rage weapons work by lobbing munitions high into
"It! aIr. bringing death to the enemy from above. The
~antage of these indirect fire weapons is that they

be used to engage targets beyond the limited lines
_' SIght. The disadvantage is that they explode the
""lOment they strike a structure. meaning warriors can

ter deep within the rUin.

San"age weapons always stnke the highest level that is
.JI'lder the hole In the centre of the marker. Only
"'IOdels on this level and under the template are

ually hIt.

Template weapons
targeting a unit in a rum. template weapons

.rll as a f1amer) may only affect models under the
late on a SIngle level. ThIS can be on the same
as the firer. or one level higher or lower. The firer
declare which level IS bemg targeted before

1fl9 the template.

SJ;:lmmer. Jump infantry or Jetbike model that fires a
plate weapon may target models on any Single level

, lhe rUin.

RUINS AND ASSAULTS
e an assault begins, both fnendly and enemy

"1Odels can end up scattered all over the rUin. For the
e of simplicity. the same principle described for unit

lherency is used to determine which models are
"lC}<lged m an assault. That is to say, distances between

fO'lOdels on different levels are measured between the
leads of the models on the lower level to the bases
I the models on the upper levels (see page 82).

some cases the ruin might genuinely be unstable or
'1E!Ven. or the space could be very limited on a

tCular level. making it impossible to move assaulting
¥)dels Into base-to-base contact with the unit they

to assault. When this happens. it is perfectly
ceptable to place models as close to their foe as is
fety possible, including the level below or above.

rtMdlng that you place the assaulting models as close
possible to their opponents and you make clear to

!Ur opponent which of your models are m base-to-
contad with hiS models. We find that directly

or above works well. representing them charging
Of down a flight of staIrs.

"lhere will be no retreat
from Hades Hive.
Wc will light to thc cod:

Commin.or Ymick

As the hok Ifl the marker hits the upper level first only one
model is hir by the barrage weapon.

The middle level is declared as the UJrget of the flamer and
therefore only t'NO Genestealers are hit Note thar the top
level is not a valid target as it is too high up.

AJI of the models Ifl the picture are MgiJged and CiJn fK)ht

except frx models A and B. whICh iJre not Wltfun r of a
member of thefr unst that is In base mtltad WIth the enemy.
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ORGANISING A BATTLE
Now that you've learned the rules for moving, shooting and fighting with your army,
we'll look at how to organise a game of Warhammer 40,000, including how to
choose your forces, how to set up the battlefield and how to select a mission to play.

ORGANISING A BATTLE

1 Agree points limit & choose forces

2 Prepare the Battlefield

3 Select a Mission

4 Deploy Forces

5 Start the game!

AGREE POINTS LIMIT
& CHOOSE FORCES
A game of Warhammer 40,000 (an use as many
models as you can collect. The army lists included in
the Warhammer 40,000 Codex books specify the
precise characteristics and abilities of each troop type,
detail the maximum and minimum size of each unit
and provide a points value for each model. The better a
combatant is, the more POints It will cost. Normally a
soldier will have a basic cost, wtuch is then Increased If
you upgrade his equipment or abilitIes.

The most popular approach to playing a game of
Warhammer 40,000 involves both you and your
opponent selecting forces to a previously agreed points
limit. A limit of 1,500 or 2,000 points per Side produces
a well-balanced game that can be concluded In a ft'Vol

hours. A 500 points game IS stili very entertaining.
feeling like a clash of patrols, and normally lasts less
than an hour. larger games take proportionally longer,
and you might expect a 3,000 points game or more to
take the entire day - perfect for a rainy Sundayl

As you build up your armies and become more
comfortable with the rules, you will no doubt crave
opportunities to get your entire figure collectJon onto
the battlefield and play with bigger points values.
Don't be in a mad rush to play huge IX)mts·hmlt
games. It is easier to start small and gain familiarity
with the rules rather than trying to master everything
at once. You will inevitably forget things in your first
few games, so it will help to play a number of small,
quick games to learn the ropes before moving up to a
larger battle.

The first thing players need to do when arranging a
game is to decide what points limit they are going to
use. For example, they may agree to play a
1,000 points game, in which case the total value of all
models in each player force must come to 1,000 points
or less Ot will often be a ft'Vol points short, but It still
counts as a 1.000 points game).

FORCE ORGANISATION
Once they have agreed a points limit. the players will
pick their forces. The best way to do this is to use the
full army lists in the relevant Codex book for each army,
but players just starting out can use any models that
they have In their collection. As detailed in each army's
Codex. all the forces you can use are catl?9onsed
broadly by catl?9ones that tell you something about the
role they play in the army. These roles are normally:
HQ, Troops. Elites, Fast Attack and Heavy Support.
OccaSionally, a Codex might introduce new categories
or give them alternative names, which better reflect
their role in the army in question, but such exceptions
will be clearly explained in the Codex's army list section.

HQ
A Headquarters unit might be a Single heroic
commander or fearsome monster. These models are
amongst the most powerful in the game, as leaders Will
generally have access to more special equipment than
everyone else. They are not invincible, but can provide
a powerful spearhead for an attacking army, and a
strong core for a defensive one. Every army contains at
least one Headquarters unit to command it.

Troops
These represent the most commonly available soldiers
in an army. This does not mean they are poor fighters
though; the category Includes such troops as Space
Marines and Ork Boyl, both formidable adversaries.
These are the warriors that make up the bulk of an
army, and every army will have at least two such units.
These units' main tactical role is that of consolidating
the gains of the army and defending the objeCtrves that
have been taken by the army's more specialised Units.

Elites
Elite units afe normally powerful but expensive.
They are the best soldiers an army has to offer, but
there are never enough of them. In some cases they
will be spedalists, white at other times they will be
more experienced versions of the regular soldiers.
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EXAMPLE OF A
FORCE ORGANISATION CHART
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fast Attack
Fast Attack units are generally (surprise, surprise!) faster
than their comrades and are masters at manoeuvre.
Often they are responsible for reconnaissance and
scouting, while at other tImes they are assault troops
relying on speed to stnke at the heart of the enemy.

Heavy Support
Heavy Support units are literally the big guns of the
army. In this section you will find the heaviest items of
equipment and the toughest creatures. However, these
units are also very expensive In points, so an over­
reliance on them might leave you badly outnumbered.

FORCE ORGANISATION CHART
The minimum and maXimum numbers of each of these
types of unrt fOf each army are detaIled on the force
organisatIOn chart of each army Codex book. Shown
()(l this page is an example of ()(le such chart, which is
the one used by most arrmes for standard miSSions
(i.e. the three miSSIOnS presented later in thiS section).

One box on the chart allows you to make one selection
from that part of your army list. Dark boxes are
compulsory selectlOt'ls. As you can see, normally you
will have to take at least one HQ selealOO and two
Troops selections. These compulsory choICes ensure that
whatever else you select, your force will have a core
within it that is representatIVe of that army. This is
rarely a disadvantage and many players often use the
maximum number of Troops selections.

Sometimes a single choice on the force organisation
chart will allow you to select more than one unit. This
will always be explained in the appropriate Codex, so
be sure to read It carefully.

Multiple detachment games
As your collection of miniatures grows, the urge to use
them all at once WIll become hard to reslSt. Above a
total of 2,500 points, the force organisation chart
deliberately becomes a very limiting factor. The chart
allows you to build the minimum sized force that can
reasonably be expected to complete a mission. On a
larger scale, an army will consist of many such
detachments, each performing separate missions. If you
want to play an especially large game then, as well as
agreeing a points limit, you should also agree a
maximum number of detachments. Each detachment
will be a separate army, using its own force
organisation chart.

Dedicated transports
Dedicated transport vehicles sit outside the Force
Organisation structure, as they are attached to the unit
they are bought for. When this distinction is called for
(for example in some missions or deployment types),
dedicated transport vehicles count as being from the
same force organisation category as the unit they were
bought for. For example, a Rhino bought for a Space
Marine Tactical Squad (Troops) counts as a unit of
Troops, but if It was bought for a unit of Veterans
IEhtes) it counts as Elites.

Other exceptions
QUite a few Codex books Include units that, much like
dedICated transports, are not part of the armiS force
orgamsatlOn chart. ThiS may be because they are too
puny, specialised support units, or simply not part of
~ main fighting forces of that race. Often labelled
'Mth terms sU<h as 'supernumerary' Of 'insignificant',
these umts nOfmal1y do not count towards the number
of choICes the player can make from the force
organISatIon chart and have rules that will dearly tell
:he player how many can be Included m hrs force.

Non-standard missions
Players may of course make up their own missions,
varying the way units are deployed, the victory
conditions, the terrain, or even adding their own
mission special rules to represent artillery barrages,
volcanic eruptions, alien teleportation devices or
anything else you can think of. They may also decide to
vary the force organisation chart, to represent different
forces, more SUitable 10 their missions. They may want
to change the compulsory/optional units, or increase,
decrease or remove altogether one kind of unit (no
Heavy Support and two compulsory Fast Attack units,
representing a rapid msertlon force, for example),
More examples of non-standard miSSIOns can be found
on page 266 and in other Warhammer 40,000
supplements (explained on page 274 and 278).
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PREPARE THE BATTLEFIElD

THE GAMING SURFACE
Standard missions are designed to be played on a 6'x4'
gaming surface. with each player sitting behind one of
the long table edges ('his own' table edge. see diagram
below). The concept of 'own' table edge IS important,
because when unlts fall back, they will always fall back
towards 'their own table edge'. We assume this is In
the direction of their base of operations. The remaining
two edges of the gaming surface are referred to as the
two 'short table edges', which do nOl belong to any
player, as shown in the diagram below.

If you are playing a game with a very large or small
points limit. you may want to conSider larger or smaller
gaming surfaces. Whatever the size and shape of your
table. It is important to establish the different table
edges as described.

The Gaming Surface

PfayPr As own rabk edge

SETIlNG UP TERRAIN
Setting up a well-modelled. interesting battlefield will
enhance the enjoyment that you get from playing a
game of Warhammer 40,000. Many players Will collect
several armies before consldenng the possibility of
investing In some good terrain. This is a shame, as a
new set-up for your games can breathe fresh life into
the most heavily played armies and missions.
Adapting your tactics from fighting in rolling woodland
to capturing buildings, ruins and other heaVIly
defended positions is both challenging and fun.

It is best if the players place the terrain together,
ensunng that the set-up is acceptable to them both.
Alternatively, you may ask. a third person to set up the
terrain in a fair manner. A thIrd common way of setting
up the terrain is for the player hosting the game (or
arriving first at the dub) to set the terrain up, and for
the other player to automatically win the roll to choose
who deploys first (see missions). In tournament play,
terrain will normally be pre-set by the organISers.
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HOW MUCH TERRAIN?
As a general rule in Warhammer 40,000, the more
terrain, the better the gaming experience. if you use
too little terrain, games will be short and not very
satisfactory, with loo much advantage going to the
player who gets to shoot first. For a balanced game,
where dose combat troops have a chance to get into
contact With the enemy without being completely
blown away in a couple of turns, we expect that about
a quarter of the total playing surface should have
terrain on it. The assumption here IS that if terrain
pieces are roughly 12· by 12·, then six or seven pieces
are needed to fulfil the 25% recommendation on a
standard 6'x4' table (of course these dimensions are
approximate and terrain features like woods should not
be square, as irregular features look much better!).

In your terrain collection there should be a good
mixture of types. An equal division between terrain
which interferes with line of sight and prOVides cover
(such as woods or ruins), terrain which provides cover,
but does not block line of sight (such as barricades,
craters, scrubland and low rubble) and terrain which
blocks line of SIght completely (such as hills, rocky
outcrops, buildings, ete.) mak.es for good tactIcal play. It
is best to build your terrain collection With thiS in mind,
othelWl5e the game balance could be seriously
affected. Terrain that completely blocks line of Sight is
particularly important. Too much of It and your ranged
firepower will be seriously impaired favouring assault
troops; too little and the game will turn into a shooting
match, with very little movement or tactical choices.

DEFINE THE TERRAIN
Before continUing, you should agree with your
opponent hov-I to defme each piece of terrain you are
using (see pages 13 and 77 for more details). This
doesn't tak.e more than a few minutes, but it is
important to do before the battle starts - otherwise it
has a tendency to cause confusion and arguments in
the middle of the game. Of course if you are playing
with your usual adversary on the same terrain that you
always do, this will be as simple as saying •Just lik.e last
tIme, okayr However with a less familiar opponent, or
If you are playing over some new terrain, remember to
darify the follOWing:

• Which terrain pieces are area terrain, difficult
terrain or dangerous terrain (or a combination)?

• Which terrain pteces are impassable terrain?

• WhICh terrain pieces are ruins?

• What cover saves do different terrain pieces confer?

• Which buildings are impassable?

• What are the Armour Values, fire points. access
points and capacity for any buildings?



EXAMPLE BATTLEFIELDS
Wilderness outpost
The battlefield on the right has been
based around the wargaming terrain
staples - woods and hills - WIth the
additloo of some other elements to
prOVIde the Warhammer 40,000 flavour.
The players have taken turns to place the
'wllderness' elements of the terrain. and
because neither knows yet where his army
will be deploying, they have both taken
care to ensure there is an even spread
over the table. This means that wherever
their forces end up, there wilt be some
cover nearby.

A fomfitod biroion is
sure ro be the focU5 of
(terCe fighrmg.

•

Hilfs prrMde good vanCilgt'
points for shooring.

The use of a bastion makes it clear that
the battle is set in the 41st Millennium.
Because whichever side occupies this
building will have a useful advantage, the
players have agreed to place it in the
centre of the table - the armies will have
to fight to gain Its protectioo. The road
will allow vehtdes to cross the board
quICkly. in order to transport pGssengers
or cootest objectIVes themselves - plus It
really adds to the look of the battlefield.

t

I

\IeIlIdes can I7'IO\'e

faster on a road.

Small squads can
she/rer from enemy
fire within craters.

,

Large Piles of rubble
break up the line of
SIght across me table.

War-torn settlement
In the example on the left. one player has
set up all the scenery. arranging it to
represent a small settlement. blasted and
ruined by years of war. His opponent will
then get to decide whether to deploy first
or second. thereby choosing the best
angle of attack.

f I

The various ruins will block models' views
across the table, forcing units to
manoeuvre and advance on the enemy.
Of course models in the upper levels of
the ruins will have a great vantage point,
so these structures will be tactically
important - especially If objectives are
placed within them. The piles of rubble
and barricades prOVIde cover for warners.
as do the craters. Squads that run from
one piece of terrain to the next will be
able to stay protected from enemy fire.

Barricades will offer
protection while troops
close WIth the foe.

Upper levels of the
ruins provide grear
firing positions.

Strvt tht Emptror today.
tomorrow you may be dtad.
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STANDARD MISSIONS CHART

SElECT A MISSION
Missions define how to work out which side has won,
dictating the tactics that the players will have to
employ during the battle. The three standard missions
in this section are the most common way Warhammer
40,000 battles are played. They are relatively simple,
and do not require an army that is designed specifically
towards a single style of play. You can either agree with
your opponent which mission to play, or roll D6 and
consult the chart below:

SCORING UNITS
During a military campaign the most powerful and
specialised units assault the objectives and take them.
They then forge ahead to the next objective, engaging
the enemy with lightning-fast assaults and irresistible
armoured thrusts. It is left to the grunts, the squads
making up the bulk of any fighting force, to dig in and
consolidate any territorial gains, defending the
objectives from any enemy counter-attack.

WIPEOUT!
Regardless of the victory conditions, if at the end of
any standard mission your enemy has no units left on
the table, you win the game!

MissionD6

\

'~2

3~4

5·6

Seize Ground
Capture and Control
Annihilation

The concept of scoring units is central to the first two
standard missions, which are won or lost by controlling
more objectives than the enemy (see those mission's
victory conditions), and only scoring units can do that.

ENDING THE GAME
Standard missions last a random number of game turns
- between five and seven. At the end of game turn 5,
a player must roll a dice. On a 1-2 the game ends
immediately, on a 3+ game turn 6 is played. If this is
the case, a player will roll another dice at the end of
game turn 6, and this time on a 4+ the game
continues and game turn 7 is played. At the end of
game turn 7, the game ends automatically.

In standard missions, as soon as the game ends and
before working out victory conditions, a[1 units that are
falling back are removed and count as destroyed.

An army's scoring units are all the units that come from
its Troops allowance. The presence of other units may
deny an objective 10 the enemy, but only Troops can
control it. There are a few exceptions, however, when a
unit of Troops does not count as scoring:

• If it is a vehicle.

• If it has the Swarm special rule.

• If it has a special rule specifying it never counts as a
scoring unit.

Unit of Troops embarked in a transport can control
objectives (measure the distance to their vehicle's hull).
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SEIZE GROUND
The battlefield IS strewn with discarded equipment,
wounded comrades. supplies and other detritus of
war that. for various reasons, you wish to recover.
You must fight off the enemy while scouring the
field to se<ure as many of these Vital obJectives as
you can.

Victory Conditions
Before deciding deployment zones (see next section
- Deploy Forces), the players must determine the
position of 03+2 objectives. The WInner of a roll-off
chooses a point on the table to be an objective (by
placing a counter on rt, choosing a detail of a terrain
feature. Of any other method that IS equally dear).
Then the OPponerlt does the same, and the players
alternate choosing a pomt on the table until the
position of all the objectIVes has been determined.

CAPTURE AND CONTROL
Both sides are attempting to capture the enemy base
of operations or another similarly Vital objective.
whilst defending their own.

Victory Conditions
After deciding deployment zones, but before
deploying any unit (see next section - Deploy
Forces), starting With the player that will deploy first,
each player chooses a point in his own deployment
zone to be an objective (by placing a counter on it.
choosing a detail of a terrain feature, or any other
method that is equally clear). These objectives may
not be in impassable terrain or within 24' of the
other objective.

ANNIHILATION
Some battles are fought with only one goal - find
your enemy, crush him utterly and take away his
means to mount further resistance.

Victory Conditions
At the end of the game, each player receives
1 'kill point' for each enemy UOll that has been
completely destroyed.

If a character has a retinue, the character and his
unit are worth 1 kill point each.

The player WIth the highest total of kill points
wins. If the players have the same total, the game
IS a tactICal draw.

These objectives may not be in impassable terrain,
nor within 12" of a table edge or another objective.

After positioning the objectives, deployment of the
forces begins, as described in the type of
deployment being used.

At the end of the game you control an objective if
there is at least one of your sconng units, and no
enemy unit (any unit, whether scoring or not),
within 3" of it. As different objectIVes vary In shape
and size, It is Important to agree at the beginning of
the game exaaly where thiS dIstance will be
measured from.

The player controlling the most objectives wins.
If the players control the same number of objectives,
the game is a tactical draw.

After posItIOning the ObjectiVes, deployment of the
forces begins, as descnbed in the type of
deployment being used.

At the end of the game you control an objective if
there is at least one of your sconng units, and no
enemy unit (any unit, whether scoring or not),
within 3" of it. As different objectives vary in shape
and size, it is important to agree at the beginning of
the game exactly where this distance will be
measured from.

The player controlling the most objectives wins.
If the players control the same number of objectives,
the game is a tactical draw.

~Strike: fast and suddenly. Attac.k
without warning. Secure victory before
the foe is aware of the daoger.

Remember always. a. WIT is easily won
if your enemy does oot koow
he: is fighting."

Muims of Lord Guml Sobr MKlurius
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DEPLOYMENT TYPE CHART

DEPLOY FORCES
Sometimes battles occur between forces that have
been in place for weeks. carefully preparing their
positions, while at other times Cl skirmish between
patrols escalates into Cl maJOr engagement, With
reserves pounng in from other sectors_ You can either
agree with your opponent which type of deployment to
use for your armies. or roll a 06 and consult the chart:

SEIZE THE INITIATIVE!
In war, no plan survives contact with the enemy. In
any standard mission, just before the player that
should go first begins his first turn, the opponent
can decide to try to steal the initiative, catching
the enemy flat-footed. If he decides to do so, he
rolls a dice. On a result of a 6, he will go first
instead, immediately beginning hiS first turn (and
no, the opponent cannot then try to seize the
initiative back again!).

MULTIPLE UNIT CHOICES
Note that occasionally the Codexes allow the player to
include several units in his army at the cost of a single
force organisation slot (like dedicated transports, etc.).
Apart from being bought as a single choice, these units
operate and count as separate units in all respects.

MISSION SPECIAL RULES
All standard missions and deployment types use the
following mission special rules, detailed on pages 94
and 95: 'reserves' and 'deep strike'.

INFILTRATORS AND SCOUTS
In all three types of deployment, the sequence is the
same. First the players deploy their forces (apart from
any unit left in reserve or that chose to use their
'infiltrate' special rule). Then they deploy their
infiltrators (as described on page 75), and finally they
move units With the 'scouts' special rule (see page 76).

Deployment type

Pitched Battle
Spearhead
Dawn of War

1-2
3-4
5-6

D6

A NOTE ON SECRECY
To keep thln~ fair, you should always allow your
opponent to read your fOfCe roster after Cl game. In the
same spirit. always make clear to your opponent which
squads are embarked in which transport vehicle.
However, before starting to deploy their armies, it is a
good idea for players to agree whether or not they can
read the opponent's force roster before and dUring the
game. Some players prefer full disclosure (whICh is the
norm in tournaments, for example), as they want to
concentrate on outmanoeuvring the enemy rather than
springing a secret trump card on them. Others prefer to
leave a feel of secrecy around their lists, as bluffing can
make a game really entertaining. The choice is yours!

PITCHED BATILE - Long Table Edges
In the most classic style of engagement, the two
opposing forces deploy in baWe formation and
advance head·to-head, guns blazing.

The table IS divided lengthways mto two halves, by
drawing an Imaginary hne through the middle of the
short table edges. For example, a 6'x4' table would
have two 6'x2' halves.

The players roll-off, and the winner chooses to go
first or second. The player that goes first then
chooses one of the long table edges to be his own
table edge. He then deploys his force in his half of
the table, with all models more than 12· away from
the table's middle line (this is hiS 'deployment lone').
His opponent then deploys in the opposite half.

Deploy any infiltrators and make any scout moves.

Start the game! Once deployment has finished, the
player that chose his deployment zone first starts
game Turn 1 with his first player turn.

""
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SPEARHEAD - Table Quarters
80th armies are trying to outflank the enemy. when
contact is made and battle erupts.

The table is divided into four quarters, formed by
draWIng two Imaginary perpendicular lines through
the centre point. So a 6'x4' table would have four
3'xl' quarters.

The players rolloOff. and the winner chooses to go
first or second. The player that goes first then
chooses one of the long table edges to be his own
table edge. He then deploys his force In one of the
two table quarters on his side the table, more than
12· away from the centre of the table (this is his
'deployment zone'). His opponent then deploys in
the diagonally opposite quarter.

Deploy any infiltrators and make any scout moves.

Start the game! Once deployment has finished, the
player that chose his deployment zone first starts
game Turn 1 with his first player turn.

I DAWN OF WAR - Table Halves
A cl.3sh of parroJs escalates into a malO' engagement
as the sun rises and reinforcemencs begin to pour in.

The table IS divided lengthways Into two halves.

The players roll--off. and the WInner chooses to go
first or second. The player that goes fif'5t then
chooses one of the long table edges to be his own
table edge. He then can deploy up to two units from
his Troops selections and up to one unit from his HQ
selections in his half of the table (this is his
'deployment zone'). His opponent then does the
same in the opposite half. but must position his
three units more than 18" from enemy units.

Troops and HQ units that can infiltrate. can do so. as
long as at the end of deployment the player stili has
a maximum of one HQ and two Troops Unlts on the
table. lastly, playef'5 make any scout moves.

Start the game! Once deployment has finished, the
player that chose hIS deployment zone fif'5t starts
game Turn 1 WIth hIS first player turn.

All units that were not deployed, and were not
declared to be in reserve dunng deployment. must
enter the game in the Movement phase of their fif'5t
player turn by moving in from their own table edge,
lust like units moving in from reserve.

I
During game Turn 1 the Night Fighting mission
special rule is in effect.

/-
, ', ,, ,
---~-1-2~7
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£xdmpk: player A wim; the roII-off tIDd cfepIo)'5 an
infantry umr from his Troops and one monstrous
creature from his HO. in his hdIf of the ratHe. He also
ckclares mar a second infantry unir from his Troops wiN
use ifS Infiltrate ability. In his half of the rable, player 8
then deploys a unit of Troops. already embarked into
their dedicated transport (which is his second unit of
Troops). He then deploys an independent character from
his HO, jOining the unit embarked in the rransport.
Finally. player A deploys his infiltraring umt.
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MISSION SPECIAL RULES
The 'reserves' and 'deep strike' special rules given here
are used in all standard missions. 'Night fighting' is
used with the Dawn of War deployment type.
Of course, players may like to add other special rules
and design their own own when creating new missions
(more on this can be found on page 266).

RESERVES
Reserves are forces In the same sector as the units on
the battlefIeld who can be called in to reinforce them
at relatively short notice.

Preparing reserves
When deploying their army, players may choose not to
deploy one or more of the units in their army and
instead leave them in reserve. Units in reserve will
be<:ome available in later turns of the game.

During deployment. when declaring which units are left
In reserve, the player must dearly explain the
organisation of his reserves to the opponent.

First he must specify to the opponent if any of hiS
independent charaders left in reserve are Joining a unit,
in which case they will be rolled for and will arrive
together, or not in which case they will count as a
separate unit when rolling for reserves.

Similarly, the player must specify if any transport vehicle
In reserve IS carrying any of the infantry Uf'IIts and/or
independent characters In reserve. If they do, the unit
and the uansport WIll be rolled for together and will
arrive together. Remember that a dedicated transport
can only be deployed, and consequently can only be
kept in reserve, either empty or transporting the unit it
was selected with (plus any independent charaders).

If units in reserve have the 'deep strike', 'scout' or
'infiltrate' special rule, the player must declare to his
opponent, during army deployment, whether they are
gOing to use their special rules to deep strike/outflank
or they are gOing to enter from his own table edge
when they will become available (see Arriving from
Reserve). ThIS decision may not be changed later.

Rolling for reserves
At the start of each of his Movement phases except the
first, before moving any unit. the player must roll a dice
for each of his units in reserve. Depending on the turn
In questIon, a certain result will mean that the unit has
arrived. For example, on Turn 1 no reserves arrive, on
Turn 2 the player needs a 4+ for a unit to arrive, and so
on until Turn 5, when any units left will arrive
automatIcally (see the Reserves table on this page).

Once atl of the unitS have been rolled for, the player
picks anyone of the units arriving and deploys it,
moving it onto the table as described later. Then he
picks another unit and deploys it, and so on untit all
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RESERVES TABLE

Turn Unit arrives on a roll of:

, NlA
2 4+
3 3+
4 2+
5+ Automatic

arriving units are on the table. The player may then
proceed to move his other units as normal.

Note: you must roll for reserves as soon as possible and
must bring them onto the table as soon as they are
available. You may not delay making the dice rolls or
keep the reserves hanging around off-table until you
decide you n~ them!

Arriving from reserve
When a reserve uM arrives, It must move onto the
table from the controlling player's own table edge
(unless it's deep striking or outflanking). Each model's
move is measured from the edge of the battlefield, as if
they had been positioned just off the board in the
previous lurn and moved as normal. This means IllS
incorred 10 place a model on the board touching the
edge and then move it - thiS would mean it moved too
far, especIally In the case of large venkles.

If a uM has a special rule forCIng It to move In a
specific dIrection (such as 'rage', for example) or that
could stop It from mOVing, the rule is ignored In the
phase when it arrives from Reserve.

Certain rare units are permanently immobile. If a unit
like this cannot be deployed (for example in the Dawn
of War deployment), or the player decides to keep it in
reserve, It will enter the game by deep strike. This
represents the Immobile unit being airdropped or
teleported into battle.

Outflank
During deployment. players may declare that Units With
the 'scout' or 'infiltrate' special rules are attempting to
outflank the enemy. This means they are making a
wide sweeping move la come at the foe from an
unexpeded direction. When an outflanking unit arrives
from reserve the controlling player rolls a dice: on a 1-2
the unit will come in from the short table edge on the
players left; 00 a 3-4 they will come from the right, on
a 5-6 the player can choose left Of right. Models move
onto the table as described fOf other reserves, above.
Note that If such units are picked from their army list
together with a dedicated transport, they may outflank
with their transport, but if they do so they must move
onto the table embarked in it.



DEEP STRIKE
Some units' special rules allo'oN them to enter play via
tunnelling, teleportation, flying. or some other
extraordinary means. If you wish to use this 'deep
strike' option, then the units in question must begin
the game in reserve (even if you are playing a special
mission where the 'reserves' special rule is not being
used). Roll for arrival of these units as spe<lfled in the
rules for reserves and then deploy them as follows.

First place one model from the Unit anyvvhere on the
table. In the posItIOn you would like the unit to arrive,
and roll the scatter dice. If you roll Cl hit the model stays
where it is, but if an arrow is shovv'n this determmes
the direction the mode! is scattered in. If Cl scatter
occurs, roll 206 to see how many inches the model
moves away from the intended position.

Once this is done. the unit's remaining models are
arranged around the first one. Models must be placed
in base contact WIth the original model in a CIrcle
around It. When the first circle is complete, a further
circle should be placed WIth each model touching the
circle inside It. Each circle should Include as many
models as will fit.

Models arriving via deep strike treat all difficult terrain
as dangerous terrain.

In the Movement phase when they arrive, these units
may not move any further, other than to dIsembark
from a deep striking transport vehicle. Umts deep
striking into ruined buildings are placed on the ground
floor. They may not deep stnke directly inSIde a
transport vehicle Of a building, which will count as
Impassable terrain as normal.

In that turn's Shooting phase, these units can fire (or
run) as normal, and obviously count as having moved
In the previous Movement phase. Vehicles count as
having moved at cruising speed.

In that turn's Assault phase, however, these unrts may
not launch an assault (even If they have the 'fleet'
spE'<:lal rule), unless dearty stated in their speaal rules­
they are too disrupted by tnelr deep strike move.

Note that some units always have the option to deep
strike, while others may only arrive in this way in
missions where the deep strike special rule is used.
Of course all the standard missions presented here do
use deep strike, so normally you won't need to worry
about this distinction.

Evcn ~ miln who bilS nothing
c~n still o([cr his lifc.

Deep strike mishaps
Teleporting or dropping onto a crowded battlefield may
prove extremely dangerous, as one may arrive mIles
away from the intended objective or even inSide solid
rock! If any of the models in a deep striking unit
cannot be deployed because they would land off the
table, in impassable terrain, on top of a friendly model.
or on top or within 1· of an enemy model, something
has gone wrong. The controlling player must roll on the
deep strike Mishap table and apply the results.

DEEP STRIKE MISHAP TABLE

06 Effect

'-2 Terrible accident! Teleporting troops are
lost In the Warp, deep striking jump infantry
are shot down with their transport, or some
other SUItably dramatIC event occurs. The
entire unrt IS destroyedl

3-4 Misplaced. Were the coordinates slightly
inaccurale. or has the enemy jammed your
instruments? Your opponent may deploy the
unit anywhere on the table (excluding
impassable terrain, but including difficult
terrain. which of course counts as
dangerous for deep striking units!), in a
valid deep strike formation, but without
rolling fOf scatter.

5-6 Delayed. Because of mechanical failure or
enemy actIOn, the reinforcements are
delayed. The unit is placed back in reserve. If
the unit is unlucky enough to roll this result
in turn 5 or later and then the game ends
while it is still in reserve. it sadly counts as
destroyed.

NIGHT FIGHTING
It is much harder to accurately identify enemy umts at
night; warriOfs must be sure of their targets befOfe
opening fire, and tend to be more cautious than
normal. After selecting a target, but before a unit fires,
a check needs to be made to see if the firers can clearly
spot their target through the darkness. Roll 206 and
multiply the result by 3, then measure the distance
between the two units (remember that distances
tolfrom vehicles are measured tolfrom their hull, and
not their guns). If the distance between the firing unit
and their target is higher than the total rolled, the unit
cannot fire at all in this Shooting phase. as they search
the dark for a target that never appears.

Barrage and ordnance barrage weapons can stili fire at
targets in the dark, but if they do and fail to roll a hit,
they add an extra 06" to the distance scattered.
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DARK MILLENNIUM
For 10,000 years, the galaxy spanning lmperium of Mankind has
endured. surviving disasters, heresies and invaSions from alien races
intent on the extinctIOn of humanity. The tIde of the Emperors enemIes
IS only held back by the vigilance of the Imperial fleets and the weapons
of hUrnilnlty's armies. Millions of soldiers fight over a thousand worlds
against every conceivable type of foe: from the all-consuffilng Hive
Fleets of the Tyranlds and the rampaging Invasions of the warmongering
Orks to rebelliorl and insurrection from Within.

To be a man in such limes IS to be one

amongst untold billions. It is to live in the

cruellest and most bloody regime imaginable.

This is the talc of those times.









It is the 41 st millennium and Mankind stands on the brink of extinction.

THE IMPERIUM OF MAN

Masses of pilgrims arrive edCh day. Many have
travelled their entire lives to set foot upon Terra.
Many are trampled to dedth by their fellows during
the journey from shn·ne to shrine, others are
executed by the grim judges of rhe Adeptus Arbites
for straying into restricted areas. Those that survive
can expect only a future of penury and wasting
dedth, for the Imperium wastes no resources on
those who refuse to help themselves. Yet still the
pilgrims come, believing it better to die within sight
of the Imperial Palace than to live anywhere else.

The spiritUdl hedrt of the Imperium is ancient
Terra, cradle of the human ra<e. Terra is a

sprawfing h;ve of towering metal spires. gothic
cathedrals and ancient ruins. Untold biUiQns shuffle
through the polluted air; mindJessty ekIng out !heir
miserabk existence benedth the empty gaze of
gargoyles and weeping angels. Numberless scribes
toil by the candlelight of vaulted scnprona, collating
auoal ventlE'S and statisticdl bibelots of times long
since past for ffi3SOflS long since lost.
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Even on a world choked by gothic structure and
arcane spires, the Imperial Palace darmnates the
skyline. It is a sprawling complex of cathedrals,
fortresse5 and paLKes. where perry functionanes of
all ranks scurry ro perform the business of empire.
Ten thousand heroes guard the approach to the
Imperial Palace's walls. ten thousand statues as
colossal m stature as they are in memory. To speak
their names is to invoke the 9redtesr moments in
human hlstOly. Dam the Unwavering, Maldorus the
Pure, Dracos the Conqueror - rhe list goes on. In
another time and place rhese men would have been
gods, for rheir deeds delivered Mankind from the
blackest of days. Here they are retainers, watching
over in death rhe Emperor they served in life.

If the Emperor fails then the Daemons of Chaos will
flood into the galaxy. Every living human will become a
gateway for the destruction of Mankind and the stuff
of Warp space will submerge the galaxy. There will be
no physical matter. No space. No time. Only Chaos.

totted carcass, kept alive by the mystenes of ancient
technology. HIS Immense psychIC powers envelop and
ptotect Mankmd across the entire galaxy. HIS
cOflsciousness wanders through Warp space, warring
against the Daemons that inhabit It, keeping closed the
doors between this world and the next.

Four hundred centuries have passed Since man stepped
out IOta the cold of space. Forty thousand years. An
age so Ioog that its history lies shrouded In legend.
Who knows how Mankllld came to be scattered across
a mllliOfl dISparate worlds? Who remembers the wars
that split the Earth asunder and dragged humanity
dooNn to the level of brute beasts? Who would
re<ognise the names of Earth's anCient rurns, of nations
destroyed and peoples long Since crumbled to dust? To
these questions there can be no answers. From those
times come only whispers of horror and death.

THE EMPEROR
This IS the time of the Emperor, the Age of the
Imperium. It is an epoch of war already ten thousand
years old. In this war mere survIVal is Justly hailed as a
vICtory. Defeat can only lead to the irrevocable end of
humanity and to the destruction of the very fabric of
the unwerse. It IS a war waged across the galaxy - in
the dar1cness of space, on a milliOfl wOOds, and within
the depths of every human soul. Thete can be no
peace. Oflly the stillness of oblMOfl.

thousand years ago the Emperor lived and
blNthed as a mortal man, but hiS physKal life has long

e ended, crushed out of him by Horus, the Great
Enemy, In the final battle for Earth. Today, as for the

t ten thousands years, the Emperor lives only by the
e of his supreme will. His broken and decayed body

preserved by the stasis fields and psi-fusion reactors
f the Golden Throne. His great mind endures inside a

Over one hundred centuries ago the Great and
Beneficent Emperor of Mankind ascended to the
Golden Throne of Earth. Legends hint darkly at the
+ernble wars of the Horus Heresy. of the battles that
raged across the galaxy, and of the final victory of the
lI:.mperor over the thrice-damned Horus and the forces
of Chaos. The truth lies buned under millennia of
lilJPerstltlOn, submerged beneath myth and locked

Ind adamantine doors sealed WIth ancient runes of
!XJWer. The only man who might remember those far­

days IS the Emperor himself, and none can guess
t thoughts revolve inside hIS undying skull.

From the palaces of Holy Terra, the HIgh lOfds of the
Impeflum watch as their domain crumbles. Armies and

ts fight on with the valour of heroes, calling for
reinforcements that do not eXIst. In shattered
cathedrals on a million worlds, Imperial citizens pray
WIth the desperation of the damned, begging their
IITImortal Emperor for a salvation they shall never see.
As the lines of battle draw ever closer to Terra, the light
of the Emperor fades and darkness swallows all.



102 DARK MILLENNIUM: The lmperium of Man

THE ADEPTUS TERRA
The Emperor has not spoken nor moved since his
incarceratIOn In the arcane mechamsm of the Golden
Throne. His material body is to all Intents dead, and his
psychic mind is wholly preoccupied Wlthm Warp space,
fighting for the preservation of Mankind. All that is left
of the Emperor is consciousness df\o'Ofced from the
material wortd, Incapable of ordinary communication
WIth his billions of devoted servants.

The lmperium is ruled in the Emperor's name by the
Incakulably vast Adeptus Terra, the ancient Priesthood
of Earth, whose masters are the High lords of Terra.
The Adeptus Terra numbers billions upon billions of
individuals on Earth alone. Its offices span the galaxy
and its powers extend to every human world. No man
is free from its influence or from the strictures of its
rule. The Emperor has become a god and saviour to
sprawling Mankind. Superstition and dogma have
become the rituals of worship.

The Adeptus Terra is a huge and multi-faceted
organisation. It is divided and ~bdlvided into countless
subordinate organisations, millions of offices each with
awesome pooNef5 over the common man. Indeed. the
Adeptus Terra is so vast that no one can say with
certainty how many dtvislons woO:. under its banner,
nor what theIr purpose may be. Ten thousand years of
endeavour has built an edIfICe that reaches Into the
heart of human society. InfOfmation IS gathered; facts
are accumulated; taxes are levied. lJke an ancient and
ponderous dock, the wheels of bureaucracy gnnd
slowly forward, carried by their own momentum,
Without thought or consideration. Only a very few of
the most important of these vast organisations are
known to the average citizen - it IS doubtful anyone
knows the fUll extent of the Adeptus Terra.

So vast is the lmperium, so colossal are the distances
and delays in communication between branches of the
labyrinthine hierarchy that centralised rule and accurate
census are impossible. Billions of citizens die every day,
tiny embers lost against the backdrop of the stars, their
passing unnoticed for a thousand years or perhaps not
even I"IOted at all. Orders IS~ed by the High lords must
run the gauntlet of the lmpenum's ponderous
bureaucracy, passing down through 5egmentum
commanders, sector and sub-sector administrators
before reachmg planetary governors who must enact
those edicts. Such communicatlOflS are prone to
alteration, so the orders a governor receives will often
bear little resemblance to those that were issued. Pleas
fOf aid Of clarification may not be acted upon for
Cerltunes, whilst the request plies Its uncertain path to
a funcuonary senior enough to take actIon. Indeed, it is
I"IOt uncommon for fleets and armIes to arrive at a war
zone to discover the conflict they were despatched to
wage has long since concluded. So it is that some
worlds fall into anarchy or are abandoned to a terrible
fate through simply being forgotten, having slipped
through the cracks of the Imperial bureaucracy.



AN EMPIRE AMONG THE STARS
The Impenum of Man compnses a million Inhabited
worlds. stretching from the funhest reaches of the
Eastern Fringe to the distant Halo Stars. Although this
IS a huge number of planets, It is as nothing when
compared to the immense size of the galaxy itself. The
Imperium is spread very thinly across space: Its 'oYOrlds
are dotted through the void and divided by hundreds,
If not thousands of light years. It IS therefore wrong to
thmk of the Impenum in terms of a territory which
extends across the galaxy. The truth is far mor£'
complex. The Imperium's holdings afe scattered faf and
WIde by the vagaries of Warp travel and spatIal drift.
One Inhabited system may be separated from its
nearest neighbour by alien civilisations, unstable
Warp storms, dimensional cascades or unexplored
space. Indeed. Mankind's ignorance of his environs far
exceeds his meagre knowledge. for humanity has yet
to explore much of the galaxy. Who knows what
ancient secrets lie undiscovered and undisturbed
amongst the stars?

The pattern of human settlement throughout the
galaxy owes much to the nature of space travel. All
Interstellar travel is undertaken usmg Warp drives that
launch a spacecraft Into the alternatIVE! dlmenSlOO of
Warp space. WIthin Warp space a shiP can cover the
eqUlvalern of many thousands of light years Within a
relatively short time, dropping back Into real space far
away from Its starting POint. The unpredICtable and
turbulent nature of Warp space means that some parts
of the galaxy are harder to reach than others. Some
zones are eternally isolated by swirling Warp storms,

dichotomlC turbulence and violent currents Within the
ether. Other areas can only be reached by diffICult and
dangerous routes. or are accesslble only during lulls in
the fierce fluctuations of the Warp. Some parts of
Warp space act as dimensional vortices, ensnanng
spacecraft and tearing them apart With Impossible
forces. In others, time fIO'NS disjointedly With the
material realm. Days become nanoseconds, mInutes
stretch Into years, and the future spirals Into the past.

YYou might as well throw a trave:lle:r

into a se:a of sharks and te:lI him
to swim home: as se:nd him through
the: Warp unprote:cted."

Fn SJfnnc. 51h iidc 10 Niviguor DJ'cl

The lmperlum's mastery of Warp space IS born of three
factors. The first is the maintenance of ancient
technology by the Adeptus MechanlCus - the Tern
Priests of Mars who preserve the lore of anCIent soence
on behalf of the Adeptus Terra. Without the
technologICal advantage of effICient Warp engines it
would be Impossible for the Imperium to defend its
scattered planets. The second factor is the exIStence of
human mutants known as Navigators - a race apart
which traces Its origins to the uncertain times of the
Dark Age of Technology.
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Warp space is an alterndrive dimension composed
of energy. as opposed to the physkal matter of

the material universe. There are dangers within the
Warp which can wreck spacecraft and carry them of(
course. unexpected turbulence, Warp Storms and
dimensiondlloops that can trap cl ship for eternity.
These perils. though cakJ11lItous, are as nothlflg
compared to the profound and unimaginable dangers
that lurk in the Warp.

To understand these dangers it is necessary to realise
rv.ro important facts about the nature of the Warp.
Firstly, Warp space is composed entirely of emotion and
psychic energy. Indeed, it is the same psychic energy
which a human psyter draws upon to use his powers,
to send telepathic messages hurtling from world to
world, or to propel a psychic boil of enMJY against a
foe. secondly, Warp space is not empty. bur inhabited
by many strange and dangerous beings, the most
dangerous of which are the Great Gods of Chaos and
their terrible legions of [)demons.

Odemom lust after the flesh and blood of living
creatures. They want only to destroy Mankmd, to drag
the souls of men back to their shadawy Il!iJ1m, to

Only a Navigator can pilot a ship through Warp space.
His swollen cranium houses a mind which is sensitive to
the tides and currents of the Warp, enabling him to
guide his ship through Warp space to its eventual
destination. The third factor whICh makes Warp travel
possible is the Immeasurably powerful beacon of the
Astronomkan. Broadcast from holy Terra by a choir of
psykers and guided by the Emperor's Will, this beacon
reaches out through Warp space, where NaVigators
follow its guiding light. It is the Astronomican that
allow Navigators to use their powers to the full.
Without it, not even the most powerful of their
number could pilot hiS ship over the immense voyages
required in service to the Impenum.

Without command of Warp space and the ability to
manoeuvre its military forces across the gulf of space,
the Imperium would be unable to function as a whole.
It would wither and die, torn apart by internal uprising
and alien aggression.

Everyvvhere, the foes of humanity stand poised to
exploit weakness and infirmIty. Some are traitors from
within - rebel governors and COfrupt commanders who
have turned from the Emperors mercy for their own
selfISh ends. Other foes are alien in thought and deed.
Barbarous Orb descend upon world after 'NOrtd,
plundering and destroying, leaving death and
destruction in their wake. Long dormant Necrons stir in
the dust of a thousand dead worlds, implacable of will
and merciless in nature. Voracious Tyranlds sweep
though the galaxy like a plague of locusts, laymg bare

104 DARK MILLENNIUM: The Imperium of Man

obliterate the material universe and engulf it WIthin the
roiling energy of Warp spiKe. Fortunately, this is not
easy quesr ro accomplish. Daemons cannot exist for
long in the material univef5e and they need to find
psychic gdteways in order to leave the Warp. Such
gateways exist - they are rare, but not so rare that their
thtedt can be ignored. The most IIUfnerable portals of
all are the souls of psykelS. A psyker's powers open up
a path between ted/ity and the Warp, a path which a
Daemon may discover and follow to the mind of the
psyker him~lf.

Such are the dangers of the Warp - at once a boon and
protector, and an unimaginable horror. Without the
ability to travel through Warp space, the Impenum
l/IIOUld certainly collapse and Mankind l/IIOUkJ faJI Wcrim
to the thousand perils that threaten to destroy it.
Without psykers, the whole system of astro­
telecommunication l/IIOUld be utterly non-existent.
It would be impossible to guide the Imperium's armies
and fleets against its many enemies. For these reasons
at least, Warp space is essential to the Imper;um'S vet}'
existence. Yet at the same time, Warp space harbouf5
terrors so great, dangers so profound, that much of the
Impenum's effort is spent in combat against them.

whole star systems before moving ever onwards. The
upstart Tau press upon the lmperium's boundaries, their
deceptive and iniquitous ideals of common cause as
dangerous as their military advance. From their
wondrous Craftworlds in the void, the enigmatic Eldar
cast meddlesome Influence across all. tugging at the
fate of other races to assure their own survival.

Yet even these foes are as nothing beSide the horrors
that lurk beyond the veil of the material universe. From
the shifting seas of the Warp come Daemons, entities
whose bodies are fashioned not of flesh and blood but
unadulterated power, whose food and drink is the
terror and ambition of man. Creatures that draw hatred
and greed for breath, and that WIll not rest whilst a
single man lives.

THE GATHERING DARK
Though the Imperium is surrounded and alone in the
hostile galaxy, it is far from defenceless. The
superhuman Space Marines, the innumerable Imperial
Guard, the star-eonquering vessels of the Imperial Navy
and the mighty machllleS of the Titan Legions, all stand
as a bulwark agaInst threats both WIthin and WIthout,
combating the encroaching darkness with fIre and
courage. Yet the Emperor's light grows dim and his
domain dwindles, planet by planet and system by
system. The enemies of Mankind gather like carrion
and a time of endless night presses in. There is no
peace, no respite, no hope of victory.

There is only war.





THE HIERARCHY OF TERRA



MANIFEST GLORY OF THE EMPEROR



The Emperor is the strength of Mankind, and Mankind is the strength of the Emperor.

SCIONS OF THE IMPERIUM

by the grind of constant industry, for the incessant
wars of the Imperium demand a heavy price. Drooling
Ideosavants trade gibberish with PendantlCum,
Oataslave and Stasis Clerk in a babe! toogue which
none truly understand. Even death is no escape; the
remains of the farthful are reincarnated as serve-skulls
so that they mIght serve the lmperium for eternity.

In the streets outsIde the hab-blocks and
manufactorums. the ArbItrators enforce their
unforgiving rule upon the desperate and homeless.
Feral children fight over the dead flesh of the fallen.
their struggles lit only by flickering luminas set into
crumbhng masonry. scapegoats, lepers. and pilgrims
press and push In great queues that will last a hfetime,
desperate In their quests for absolutIOn they WIll never
receIVe. Through thiS SICkly gruel of flesh stride the
pnviteged few, untouched by disease Of the ravages of
aCIdic rain. It IS they who maintain the status quo for
their own hidden ends, they who guide humamty Itself.
Some are pure of intent, some embody the corruption
at the heart of the lmperium, but one thing is true of
all - they care not fOf the fate of the common man.

All servants of the ImperJum have a vocation that
defines their existence, often allotted before they are
even born. Pallid CItizens toil day and night at thankless
and futile tasks forced upon them by uncaring
superiors. blind to the terrible truths that threaten
Mankind from the void. Oblivious, they sacrifice their
dreams on the altar of false hope, giving their all for
the continuing survival of a decaying cIVilisation that
cares not if they thrive or if they are ground to dust.

The Imperium is home to countless billions of lost
souls, The teeming masses of humanity throng the
stars, but few have time to appreciate the majesty of
the heavens. For the greater part of the human race,
their only coocern IS a desperate struggle for survival.

In the halxomplexes of the civilised woOds. the shuffle
of sore-ravaged feet and the scratch of thermoquil
upon vellum IS punctuated by the thunder of distant
war. Hunchbacked factotums and aged hcksplttles slave
endlessly under the unforgiving vigilance of Judiciar­
Prelates and Titheproctor Superians. Only a few hours'
sleep is permitted each night, and even that IS plagued

No umy i5 big eflough 10 tOflquer
Ihe glbxy. BUI hith Ilollt UII

ovef!urn Ihe universe.

In Ihe bluillg furfllee of Innle
""e dull forge lilt"" the iron ""ill

of I yel stronger nee.

0111y Ihose. dUI folio"" the
guiding lighl of Ihe Emperor mlY

slve their souls.
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All Iuil the mlrtyrs! On tbc..ir blood is our Impcrium
founded. iD tbc..ir remembnnc.c do wc bonour oursc.lvcs.

,

Thy who fust t~y do SO in igllOrlnte of tbeir
mortllity. Tomorrow tbey must die or (lunge.

DARK MILLENNIUM: SCIons of the Impelium 109



/'

BY THE EMPEROR
Thou wit n!eDd 10 tby .mk u the lppoilllCd hour.

Thou stub how thy Duties.

Thou slull Obey thy MUler iD ill mUlcrs.

Thou slull rejoice ill thy Service.

Thou sh~lt be grmful of thy Master's favour.

Thou shalt nOI make improper use of thy Muter's comm-lioks, nor his hs-lin0:5. 1I0r his oplj(On either,

Thou slull be gbd of thy Mlster"s PUllishmcot. (or il iJ dcscm:d ,rid it improves thet.

Thou tJuh DOl speak but Puisc of thy MUItr.

Thou slu.ll DOl look Dpotl the .arb of tbe Heretic IlOf speak of them.

dcs..,dbl """,""",,_ MCXVnJV ./

• I " ' ~ ' ... , .' /'", " ,. • i I '" : J '/ ,. " III H· II(~ _ •••." ... ~.

Wc must be IS ulIslccping ill
vigilaoce, swilt in judgement.

merciless in deed.

The Priesthood of Mus ffilinuin

our Emperor's throne. Thusly do
they underpin the Impcrium entire.

What fur of death have wc who

know there is immomlity in tbe
8re1l )nd lIoble deeds of men?
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THE ENEMY WITHIN
A destiny unfolding, marred by weakness and mutation

Despite the constant alien assaults and Incessant wars
wracking the Imperium. the greatest threat to the
survival of the human race comes from within.
MutatIOn sweeps across the Imperium like a galaxy­
WIde plague. twisting body and soul into ever more
devlant forms. Mankind IS on the verge of an
evolutIOnary change tens of thousands of years In the
making. If humamty can sUrvtVe the bIrth trauma, the
mundane shackles of Its current form Will be thrown
off and a new epoch of wonderment and PS10nlC

mastery ushered in. That Mankind will survive is by no
means certain. In all but a very small handful of cases.
mutants are a danger to the wider Imperium. Feared
and shunned for their deviances and deformities,
mutants SWiftly become an underclass far from the
sight of 'ordinary' folk, destmed to be hunted WIth
steel and purged through fire.

Widespread and calamitous though mutation of the
body may be, the mind of man has ever been more
dangerous than ought else at hiS command, and of a
mutated mmd this is doubly true. PsychIC mutants. such
as precogmstlCS, telepaths. pyrocasters. proJectors,
sunderers and the like. are far more dangerous than
those whose aberrations are purely of the body.

Most psykers are innocent of the scope and Implication
of theIr abIlities, but there are some blessed or cursed
with awareness of their gift. A few even actively court
the dreadful aUentions of Warp entities, tempting the
most terrible of fates for morsels of knowledge and
power. In so dOing these psykers inevitably damn
themselves, and all who associate WIth them, to a gnsly
end. For Mankmd is but a nascent powef and easy prey
for old and hungry spints.

The most devullt mind is
ollell c:ollculed ill ~ll

unblemished body.

112 DARK MILLENNIUM: SCions of the lmperium



The minds of psykers appear as bnght flames In the
ether of the Warp, ripe sweetmeats for a
pandemonium of p1aneshlfters, enslavers, Daemons
and other astral predators. An untrained psyker's only
chance of survival lies in going unnoticed - he cannot
hope to defend himself against a hungry Warp presence.

If ensnared, a psyker is gradually transformed into a
portal through which streams of Warpspawn begin to
mamfest. This begins slowly, but each entity that
tranSIts the portal forces the gateway a little WIder,
granting passage to ever greater numbers of Warp­
ftends. Needless to say, thIS process IS QUite fatal to the
luckless psyker who is consumed In both body and
splnt. He is normally only the first amongst countless
billions of such deaths. Horrific otherworldty creatures
rampage across the world in search of fresh souls, their
mere presence destabilising the structure of all aduality.
The lmperium has to be ever Vigilant, lest the hellish
denizens of the Warp overrun real space at Mankind's
unconscious beckOning.

In the search for acceptance and protection.
mutants of all kinds often fall prey to the honeyed

promises of the secret and devolved cults hidden
amid the strata of Imperial society. Some cults are
trivial things. their members little more than rabble­
rousers and panjandrums railing ineffectually against
the confines of Imperial dietat. More deadly and
iniquitous by far are those cults driven by madness
and ambition to acquire power and enslave their
fellow men.

In their quest for dominance many such cuffs turn to
the worship of the Chaos Gods,. sacrifidng their
untainted and immortal souls for ephemeral povver.
So do cults of Chaos spring into life on world after
world. Millions upon millions of humans - mutant
and 'normal' alike - driven into damnation's embrace
through hatred, jealousy and fear. Organisations of
this kind rrech into aI/levels of the Imper;um,
counting adjudicators. military commande's and even
planetary governors alTK.tngSt ther number.

Such IS the true threat of the enemy WIthin.

. , ~ ,

'. '

The rewuds of loltuoct Ut
truchery ,nd betUY'1.

..-
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THE WORLDS OF THE IMPERIUM
A million worlds, unnumbered souls, perils beyond counting.

In the 41 st Millennium. Mankind is spread throughout
space. each planet separated from the next by the void
and Cl history of regression and rebuilding. Many
human worlds form loose alliances for trade and
mutual defence. Others have become primitive and
barbarous. often as Cl result of periodic isolation. New
human worlds are discovered all the time. and there
afe an unknown number which have lain forgotten for
hundreds. if not thousands of years. Even so, these
human wor1ds represent only Cl tiny proportion of the
stellar systems in the galaxy.

HIVE WORLDS
Hive worlds such as Armageddon. Vanahelrn and
Minea are the production centres and pnnlClple
manufaaorums of the Imperium. Centuries of
industrial production have left Cl hive world's surface
inhospitable, with IOXIC fumes and parched soil. Each
hive world is home to many hundred billion citizens,
crammed into towering urban conglomerations, known
as hives, and working to provide the Imperium with
much-needed ores, alloys and mass produced items. So
vast are their populations that few hive WOflds are self­
sufficient. and often SUbsIst on colossal Imports of food
and water from other 'NOrids.

AGRI WORLDS
Agri worlds are given over entirely to hydroponics.
animal breeding and crop cultivation. Small human
populations work thousands of acres of farmland and
battery farms. to feed the countless billions who toil on
barren and diseased hive worlds. or serve with deep
space fleets. Without the verdant fields of Kabaal 11.
Delphenia, (hIres and a thousand others, the lmperium
would starve.

FERAL AND FEUDAL WORLDS
These worlds are broadty considered to be backward
planets. separated mostty by a mastery (or lack thereof)
of gunpowder weaponry. Such a world IS easity
dominated. as strength of arms has long replaced any
civilised structure of governance and the regressive
inhabitant'> are normally cowed by any display of
advanced technology. Though feral and feudal planets
are generally poor worlds monetarily, the warrior skills
bred on them more than compensate for the paucity of
tithes. Attila, Trysia and Fenris in particular have proven
fertile recruiting grounds for the Adeptus Astartes and
other military units, although there is atways an
element of culture shock to be overcome before
draftees can function in their new enVironment.
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MINEA
Imperial Reference 13420561gbcl54032.11.21K
Iha class hive world, Ultima Segmentum]

Cross-reference: Armageddon, Avellom, /char f\I, Kado,
!.astrali, Vanaheim

ARTIFICIAL WORLDS
The Imperium maintains many orbItal stations, asteroidal
emplacements and other constructed facilities. These
range from listening posts and research laboratories to
m,lItary space stations and doomsday bastions.

FORGE WORLDS
L'5, Goethe Majorts, lueius and their sister planets

are all forge worlds, the sovereign domains of the
Adeptus Mechanicus. Forge worlds are planet-wide
faetones, home to closely guarded tectmological secrets

essential for the supply of mundane or arcane
ment for the Imperium's combat forces. A forge
's f!Very process and system Is watched over and

~lred by shuffling Tech Priests and adepts who
:one the blessings of the Omnissiah with f!'ierY strike
the hammer or turn of the wrench.

154 billion

3.238 x 10"

3S months

Exaetis ExtrMlis
Banedax Ore, Phosgene Gas

Population:
Approx. number of hIVe worlds
in the Imperium:

0146
Moderate

Bnmstern Hive
Fortress Calista

Gehenna Bastion
Impenal Garnson Strength: 2,000,000 men
Planetary draft: 1,249.000 per annum
Closest Space Marine Chapter: Crimson Scions
PrefIX InquiSltoria: Stable

MILITARY AND GOVERNANCE
Aestimare (strategic value):
Impenal Fleet Presence:
Governor's Capital:
Planetary Garrisons:

PRODUCTION
Tithe Grade:
Chief exportS:
Average Warp Travel
duration from Terra:

Information believed accurate 798.M41

GHOST WORLDS
These were once thriving planets, but now have
minimal or non-existent life as a result of ecological
catastrophe, unchecked warfare, Imperial Exterminatus
or some other, unknown cause. Most ghost worlds are
of limited value to the Imperium, but can make for
excellent military training grounds, providing whatever
killed the original population does not arise once again.

DEATH WORLDS
Death worlds are planets deemed too dangerous to
support widespread human settlements. Such worlds
are nearly impossible to colonise, but have some
intrinsic value - either strategic or mineral - that
necessitates the provision of outposts or other facilities.
The exact nature of a death world's threat varies from
planet to planet. Catachan is infamous for its continent
spanning jungles and myriad forms of carnivorous life,
while Praxeti is a barren and blasted rockscape, riven
with ion storms that strike WIth enough force to shatter
rocks. Other death world threats are stranger still - the
living planet of Croatoa, the psychic storms of Sycorax
or Kragadam's indestructible crystalline fauna. to name
but a few. From the endless deserts of luther Macintyre
to the burning sulphur fields of Jio,ios, any population
able to scratch out an existence on a death world will
have to overcome threats far beyond the imagination
of most Imperial CItizens. Such hard-bitten folk are ideal
recruits fOf the Imperial Guard, a detail that more than
justifIeS the settlement of a death world regardless of
other factors.
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Bn"msrem Hive

Gehenna Bastion

Fortress
Ca/isra

Orevkam mines

QUARANTINED WORLDS
Sometimes a world proves too difficult or dangerous
for settlement, but the potential for exploitation is too
high to become subject to an EXlerminatus order. This
IS true of the dead cities of Proxima Trantor, the
a 'flcial moons of Jagram and the hollow world of
Haxan Prime. For now the secrets are out of reach,
wreathed in acidic vapours that can dissolve
adamantium in seconds, eldritch auto-defences or
chronal fluxes. These worlds are placed under blockade
to prevent intruders getting in or the secrets they
contain getting out, until such a time that the
~um can properly exploit them.







AN EMPIRE UNDER SIEGE
There is no mercy amongst the stars, only an eternity of war in the Emperor's name.

I

The Age of the Imperium is an epoch of total war.
Mankind's every deed is focussed on a never-ending
struggle for survival against the most terrible odds.
Only by force of arms and unnumbered daily acts of
desperate valollr is the Imperium held together. for the
threats that assail Mankind are as muttltudmous as they
are widespread.

A DIMINISHING EMPIRE
The sheer scale of the Imperium means that no method
of control can ever be foolproof. Worlds inevitably fall
into disorder through neglect. forgotten by the massive
inertia of the Administratum and left to fend for
themselves In a hostile galaxy. More troublesome are
those worlds that purposefully deny the will of the
Emperor. Many are the paths to heresy of this kind:
greed, pnde. alien influence. worship of dark and
terrible gods. Such traitors and malcootents are
amongst the gravest threats to the SE'Cunty of the
lmpenum. This is not because of what they themselves
can achieve - a dozen planets, more or less, makes
little difference to a realm of a million worlds. The
threat lies is their perfidious example.
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Thousands of worlds teeter on the brink of anarchy,
maintained only by the ineluctable truth that they
survive only with the protection of the wider lmperium.
To successfully confront this truth and endure is to
encourage others and fan the flames of rebelhoo.
A single breakaway planet left unchallenged sparks a
broader SE'CesstOO. Each planet that secedes then
Increases the number of psykers freed from the
righteous restraints placed upon them, whICh in turn
feeds the burgeoning psychic turbulence of anarchy.
If unchecked, the building psychic emanations of the
frenzied population will draw forth the gaze of
Daemons and so doom not only that world, but bring
untold suffering onto the entire region.

"Some may question your right to
destroy ten billion people:.

Those: who understand realise: that
you have no right to let them live."

In EXltrmi1l1111S EXlrtmis

Such drastIC threats require drastic solutlOf\S, and so to
raise even the slightest dISsent with Impenal decree is
to inVite a SWIft and brutal response. This may seem
unnecessarily harsh, but the 41st Millennium is no time
for half measures. If millions must be sacrificed to
preserve the lives of billions, then so be it.

THE ALIEN MENACE
Mankind is not the only race to tread the stars. There
are dozens, perhaps hundreds, of civilisatIOns whose
destinies cross those of humanity amid the star-strewn
pathways of the galaxy, and countless other rising
cultures whose threat is contained only through
Impenal might. Some of these races are ancient beyond
Mankind's re<kooing while others are nascent powers,
reaching forth their grasp for the first time. All must be
fought tooth and nail, for the lmperium learnt long ago
that an accord with outsiders is worthless unless forged
through the threat of a vast and bloody retribution. The
actions of aliens throughout the galaxy have reinforced
that most ancient of lessons: nature abhors frailty - the
strong prosper and the weak are devoured.

Of the galaxy-spanning foes, the ancient Eldar are the
most enigmatic. Their technological and sOCletal
attainment far outstrips that of humanity, yet they are
capricious and vexatious beyond belief, as likely to side
with Mankind as they are to inflict murder and
devastation upon it. For the moment, the lmperium



mostly refrains from aggressive action against the Eldar.
thiS is partly because the Eldar are numerically amongst

e smallest galactic threats, partly because they are
allies almost as often as enemies, but largely because
the last Imperial assault on an Eldar Craftworld ended
\\11th the disaster of Blood Nebula and the loss of an
entIre sector fleet. It is better to fend off a single wasp
than to provoke the entire nest.

~Contae.t with alien rac.es always
renews onc's faith in Humanity.
It is my belief that foreign travel
narrows the mind wonderfully."

Hdcm Bosch

Orts are an all-pervasive alien threat. They cannot be
bargained with, for they do not wage war for territory,

alth or glory - the fight is its own reward. Mercifully,
power of the Orks waxes and wanes. A single

-ampaglng Ork Waaaghl has the power to bring ruin
4K>" countless systems but, given time, inevitably
DUapses into several violently squabbling factions,
!owing time for an opponent to regroup and strike

. Should the Orks ever truly unite, they will sweep
before them in a tide of unremitting slaughter.

Both arks and Eldar are ancestral foes that have
besieged humanity since it first took to the stars. But
the alien menace has intensified without precedent
over the last millennium, with more territory lost each
year. In the galactic east, Tyranid Hive Fleets descend
upon world after world, devouring everything in their
path and growing stronger with every battle. The
sepulchral Necrons, long believed extinct, are stirring
once more on a thousand worlds.

A threat growing in strength is that of the rapidly rising
younger races. Worlds that once trembled before
Imperial wrath are casting off their shackles and
looking to carve their own empires among the stars.
The Draxian Hegemony, the Tau Empire, the
Worldweave of the Noisome Reek, the Ulumeathic
League, the Church of Dracolith - the list goes on.
Individually these upstarts cannot hope to challenge
humanity's dominance, but if their encroachments are
taken as a whole then their containment promises to
drain valuable military resources.

Throughout the Imperium, priests and zealots preach
that the rise of so many alien foes is Mankind's
punishment for heresy, for straying from the Emperor's
light. Elsewhere, in darkened chambers and scriptoria,
Inquisitors and their peers express a deeper fear;
Mankind's time is drawing to a close, and these new
powers have risen to fill the inevitable void that the
Imperium will leave behind.
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DEFENDERS OF THE IMPERIUM
United by faith, proud heroes do battle for Mankind's survival.

Thousands of years of constant warfare have honed
Manklnd's military might to the galaxy-wide struggle
for survival An Impeflal commander can call on many
diverse organisations in hIS pursuance of the Emperor's
Will, and each of the Imperium's military forces bnngs
Its own tactICal specaallsatlOn to the ever-mtmg war
effort. Some organISations, such as the mighty Space
Mannes. the stalwart Impenal Guard or the pIOus
battle-sisters of the Adepta Sofontas are paraded as
herOIC savIOurs, thelf efforts lauded and praised by the
common man. Others, such as the shadowy operatives
of the Officio Assassinorum, dwell in lhe darkness,
proponents and practitioners of more SInister arts.

The lmperium draws great advantage from the
unbelievably huge wetght of manpower It can bring to
bear. Indeed. the soIdtefS of the Impenal Guard
outnumber the entire populatIOn of most alien empires
all by themselves. Yet the Irnperium also draws UIX>fl
the strengths of machinery and arcane te<:hnology ­
the mighty Titans of the Adeptus Me<:haOlcus alld the
gargantuan star-treading vessels of the Impenal Navy
amongst them. It is undemable that the Imperium's
diversity of military forces is its greatest strength.
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Though the forces of the Imperium are myriad and
diverse, they all work. to a single shared goal: enforcing
the EmperOf's dIVine wilL and thus ensuring the
cootlnued sUrvIVal of Manlund.

THE IMPERIAL GUARD
The Impenal Guard IS the galaxy's largest cohesive
fighting force, composing planetary defence forces,
militia units and colossal armies of conquest. Retymg 00
devastating flrepower first and attrition second, the
Impenal Guard fights wars for de<ades if it must,
throwing ever more bloody grist into the mill of
warfare until victory is achi~.

THE SPACE MARINES
What the Impenal Guard cannot overwhelm, the Space
Marines destroy. If the Impeoal Guard are the shIeld of
Mankind, the Space Marines are the sword, carrylng
the fight to the foe WIth pre<ision, skill alld terrifying
swiftne!>s. Though they are few In number, the valour
and dedicatIOn of the Space Mannes is as without
measure as the superhuman might they WIeld ­
without them humanity would have long since fallen
into darkness.

Y A single ffi)n with bith (.)0

triumph over ) legion o£ the
faithless. Untold billions o£ the
faithful (.~n never be opposed.~

The Sc:rmoll.S of Sc:bulil' Thor. VoL XI. ChlplCr IV

THE SISTERS OF BAITLE
The Adepta Sororitas, or the Battle SISters of the Orders
Militant as they are otherwise known, are the mainstay
of the Adeptus Mlnrstorum armIes. Utterly dedICated to
the protectlOO of the Impenum, the Battle Ststers are
trained and eqUIpped to the highest standards.
Wherever there are foes of the Emperor, the Sisters of
Sattle will be found fighting to the last.

There are three major Orders of Adepta Sororitas, the
fighting strength of each numbering several thousand
warriors, as well as many lesser StSterhoods; comprised
of around a hundred Of so Battle SIsters An Order's
warrlOl"S rarety fight as a uM, but instead are
commonly spread throughout the galaxy In various
battle zones Nevertheless, the Sisters of Banle rank
amongst the Impenum's most trusted defenders, for
their unshakeable faith can overcome all but the most
terrible foes,



THE GREY KNIGHTS
The Grey Knights are a Space Marine Chapter like no
other, and the Imperiurn's foremost defence against the
daemoru( threat. Worong in close co-operatIOn with
the Ordo Malleus, the militant arm of the Inquisition.
the Grey Knights can be found wherever the daemonic
forces of Chaos wax strong. combating unimaginable
horrors WIth resolute faith. unshakeable determination
and the finest weapons the Impenum can produce.

YFor every banlc: honour

a thousand heroes die alooe.
unsung and unrcmtmbc:rcd."

THE OFFICIO ASSASSINORUM
A single death can prevent Cl war that would claim a
billion lives. Such is the credo of the Officio
Assassinorum, the Imperiurn's shadowy brotherhood of
assasSins. Imperial AssaSSins are the ultimate tool of
destructIOn and diplomacy, able to quell rebellions.
silence demagogues and change the course of hlStOf)'
WIth Cl few well chosen murders. Alien warlords.
traitorous heretICS, ambftious officials and misguided
separatists: none are safe from an assaSSln's knife.

THE INQUISITION
The mysterious Inquisitors are utterly ruthless in their
defence of Mankind. They seek and annihilate the
enemies of the Emperor whether they can be found
- without, within or beyond. No conspiracy or
rebellion of mind or body is beyond the purview of
an Inquisitor, no matter its scale or form, its allies or
its defences. Though the fmperium is the greatest
stellar realm ever known, no being - man or alien ­
can evade the stern gaze of the Inquisition, nor
evade the stem judgement it metes out. Inquisitors
are ceaseless, unfailing and untiring, thought by
many to be the mortal embodiment of the Emperors
rationaliry and wisdom.

Each Inquisitor is a peer of rhe Impenum. one ofa
finite elite who hold ufDmate authority OW!'(

Mankind. As such. an Inquisitor can recruit any
military or cMfian force in rhe pursuit of Imperial
duties, from hive world securiry details through to
entire Space Marine Chapters, Titan LegK;Jns and
IIeSSeis of the Imperial Navy. Yet the Inquisitor has in
hIS arsen<Jf one weapon like no other: Extemrinatu5,
an orbital bombardment of cataclysmic proportions
that employs virus bombs, cyclonic torpedoes and
setsmic missiles to scour all fife from a planer. leaving
It a dead and ruined shell.

THE AOEPTUS MECHANICUS
The Adeptus Med!anicus are the keepers of ancief'lt
knowledge. It is these Tech Adepts who construct the
awesome technologies that feed the Imperial
armounes, who preserve the operatIons of the
Emperor's Golden Throne, and operate the forge
worlds that supply an ever-hungry Imperium. Through
mystIC ntes, mtncate InvocatlOOS and arcane
ceremonies, the Ted! Pnests maintaIn the Standard
Template Construct systems that allow the mass
productIon of vital tools, mechanisms and war
machines. Without the Adeptus Mechanicus, Mankind
would swiftly fall once more into a technological dark
age, and the lmperium would collapse soon after.

THE TITAN LEGIONS
A Titan is a towering mechanical behemoth with an
armoured carapace that shelters a devastating array of
weapons. The pinnacle of !mperial battle-technology,
Titans are emblematic of the Imperium's military might:
cumbersome perhaps, but nigh unstoppable. Titans are
manufactured on forge worlds, utilising arcane
technology from earlier times. There are many patterns
of Titan, from the agile Warhounds to the earth­
shaking Warlords. Many Titans have proud hIstories,
sometimes stretching back to the beglnmng of the Age
of the Impenum. Such leviathans are revered as much
for their long service and past deeds as they are for the
apocalyptIC fury they unleash upon the foe.
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THE AGES
OF

MANKiIND ,y

DARK AGE OF TECHNOLOGY
Mankind realises its destiny amongst the stars, colontsing
world after world at a rapacIOUs pace. Warp space is
tamed and the first alien faces subjugated. An age of
expansion and plenty begins. Psykers emerge amid the
race of Man, and the attention of the dread powers is
drawn towards humanity.

,.M31 THE GREAT CRUSADES
The Emperor emerges from the anarchy of
sundered Terra and creatl!'S the first Space
Mannes Through campaigns unnumbered
and strife untold the Empef0r'5legions unlle
Manlond under his beoeficent IeadershJP So

5 born the Impenum of Man

AGE OF STRIFE
A time of barbarism and collapse. Mankind's
holdings are fragmented and isolated by Warp
storms of unprecedented ferocity, Brother wars
against brother for the control of humanity's
dominions. Weakened through over-reliance on
technology, civilisallon collapses into anarchy.
Mankind is mercilessly beset. Untold thousands of
planet!; and colonies are destroyed by Daemons or
subjugated by aliens.



AGE OF THE IMPERIUM
Humanity endures through the Emperor's sacrifice.
Psyke~. traItors and mutants arise In ever greater
numben. and only eternal \/lgilaoce preserves
Manlond from annihilation. The AstrooomlCGn. a
great psychIC beacon steered by the Emperor's
Immortal mInd. allows Mankind to harness Warp
travel once again. and many worlds are reumted
WIth the Imperium. However, all is not well in
humanlty's domain. Without the Emperor to guide
them, the children of Terra quarrel amongst
themselves and must be restrained and defended In
equal measure by the High Lords of Terra.

Survival is no birthright. hut a prize

wrested from an unc.aring galaxy
by forgotten heroes.

ProVl:rb

cM3] THE HORUS HERESY
The Emperor's most trusted servant, the
Wilrmaster HOI1JS. marches upon Terra
.....,th a third part of the host5 of the
~flum whICh he had seduced to hiS
purpose, Horus IS sI.lin, but the Empertlf is
mortally wounded and reigns ~rr'lln

ffI)rrl the bfe--grv.ng Golden Throne

TIME OF ENDING
As the dark days dose In, Mankind stands before the
preoplCe. NO'N is the tIme of Judgement. where faith
shalt be tested In fire. and courage put to Its very
mrts. SecessIOn and rebellion are nfe in all corners

the Imperium. Sensing weakness. alien empires
In from all sides. The Space Marines and

penal Guard are at war as never before. defending
manlty from threats within, without and beyond.

ThIs IS humanity's darkest hour.

,
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THE AGE OF THE IMPERIUM--
I,M31 THE HORUS HERESY I

.M31 THE SCOURING
The campaign of WfI9I!3IK1! lfl whICh those lrilltors
who sulVived Horus' faU ilfe dflven mlo the Eye of

Terror. For a time the Impenum knows peace from the

corrupted follow,ers of the Dark Gods

15HM32 THE BEAST ARISES I

1910.M32 THE FIRESTORM I

546.M32 THE BEHEADING
The Internecine politics of the Impenum lake a

calamitous turn when the High Lords of Terra

are 5laln to a man at the Ofders of Drakan
Vangol'lch, the Grand Master of the Officio

Assassinorum. A Space Manne relribotlOfl
force drawn from the Halo Brethren, lmpenal

FISts and Sable Swords Chapters lrilCks the
Grand Master to an AssassIoorum temple, The

cOl"lll'Tl¥lder of the strike force IS as:sa5SINted

as soon as he m.Jkes p!<lnetfall. but the
Brother Mannes (ommen<:l' thetr clttad::

neven:heIess. Wrthin the temple they are
asSiJiled by a hundred Ever50r AssasSlI'lS

A SIOgIe SpiKe Maoroe survrves to reach the

Grand Master and delivef the lmperof\

,udgement WIth his boItgun. The Impenum

descends Into anaiChy.

I888.M32 THE ASTROPATH WARS 1-"
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I 077.M33 THE WAR OF THE CONFESSOR I
1313M33 SIEGE OF ETERNITY'S GATE I

615.M33 THE BLADE OF INFINITY
The prf!'-Heresy crUISer, the Blade of Infinity,
emerges from the Walp. twenty thousand years
after 115 deP<lrture

831.M33
THE YEAR OF GHOSTS
The honoured dead rISe up to clefe<It
[he terrors of the.Warp

265.M33
THE LAST VOYAGE OF ADMIRAL USURS
Admiral USurs Is US! down by the High lords of Terra He is 100

powerful to eJleCute WIthout inVIting CIVIl war, so is inste<ld
despatched on cln ~C1lor mISSIOn to the IntergalactlC gulf

beyond For the following deGade, USuIS'~ reach Terra,

detadlng the ConqU@flng of new systems for the glory of the

Emperor After two decades. the cornrnuruques cease Con\<lct IS
r-r made wrth the systems men\JOl'led in USu!S' reports.

'lOlM34 THE HOWLING
Blad Templaf Space MarlnE!s end the Catelexls Heresy by

executmg the Cacodorrunuo;, an ahen cyborg wtme 10fITlIdabIE.
psyme presence aJIowed rt to control the populace of thll'teen
hundred p1anetal)' systems. Alas, the Cacodomlnus' death

!oCreaITl echoes and ampliflt'S through the Warp, bummg out the

mum of cl bdIioo astropaths and dlstortlng the SIgnclI of the

AstrooomlCiln. Millions upon millIOnS of shiPS are lost in the

resulting upheilVa! and entire SUb-s.eclOfS slide IOto barbansm

WIthout the dlC!ats of the Adeptus Terra to guide them.



975.M35 THE CATACLYSM OF SOULS
The Eccle5larchy begms to reblnd the sundered Impeflum as a
religiOUs state that transcends politkal differences. Millions die In
rehgious wars when the Ur-<ouocil of Nova Terra rejeCt the
Ecclesiardly's teadllllgs

.M36 THE REIGN OF BLOOD
Gage Van(jlre. Ecdesadrch and High Lord of the

Admlnlstratum, falls from the Empl:'fOl''s l'9ht af'ld
sparks a civil war th<It lasts for SE!'len decades.
Only when loyal Citizens rally to the b.mner of the
preacher sebastian Thor IS the stnfe ended Though
Vandire's blood ha510ng wnce been washed ilWiJY, his
memory stalflS the Emperor's Palace still.

JIO.M36 THE PLAGUE OF UNBElIEF

020.MJ7 THE GREAT CULL
In their mercy, the Htgh lords of Terra

begin a systematIC extermmilllOfl

J21.MJ7 THE ABYSSAL CRUSADE
The Judgement of Saln! Baslllius Thirty S~e Manoe

CnaptetS are found wanting The gwIty embark. upon

a crusade Into the E)'I' of Tenor. 10 porge those
v.utds stolen by the bInh 01 the Dart Ponce

;50.MJ7 THE OCCLUSIAD
The north western fringe IS ravaged by the Apostles of The Blind
1(1119, rogue Teeh Priests who VIew humalllty as an affront to the
Machine God. The Apostles uncover wondrous arteloKtS lost In

the Dalt Age of Technology thal allow the trecl\lon of

supt'l'00II<le from the hearts of Irvmg !oUnS. C~tella~ are
lorewr changed as the Apostles purge the outer Segernentum

Obscuns. War rages for a decade, unti the Navlga.10l' Joyre

Macran dISCovers thf palace-warvlIp of thf BUnt! King hidden In

a fold of Warpspace. Escapmg Wlth hiS kf'lOY'o'ledge, Macran
guides the Emperor-<Iass battleship Dominus A5rra to the
palace's Iocallon. The Blind King is killed when the Dommus
Asr.ra~ lance banenes pll!fCe the palace-waMlp's hull. olnd
Mthout IMs prescience the Apostles are SWlftly 0YefC0I'J'le

"A man may die yet still endure i(

his work enters the greater work.
(or time is carried upon a current

incepted by (orgotten deeds.

As all men must thank progenitors
obscured by the past. so we must
endure the present that those who

come after may continue the
greater work."

- Th( Chim~ of EoDS
~rbo Mojuo

To;t:.honugos of th~ Ad~ptus Mo;t:.hUl.itus

I OJ~MJ8 THE BLOODTlDEAWAKENS I

19.16.MJ7 HEAVENFALL MASSACRES I

995.M40
THE MACHARIAN CONQUESTS
lord (omlTldnder Solar Machanus musters the
greatest army the gala")' has even seen. In five
Y\"iIrs Machanus re«lflquers a \hoI..IYnd worlds
on the western reaches. and hIS g!ofy tames
I'IJm IntO the darkest S«lors. plal::es where the
Emperor's light had newer before been seen.
Upon his death, the wI1oI! knpenum weeps for
the fallen commander. but Machanus' terntOl'IeS
soon collapse into nvalry and war. The
Machanan Heresy, as thiS time has come to be

k.nowfI, lasts for seventy years and is only ended
through the combmed efforts of one l\undred
Space Manne Cl'IaptefS.
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THE TIME OF ENDING
The Emperor's light is fading, yet Mankind shall not pass quietly into damnation.

Dating Code Events

744.M41 Taggarath, the seer of Coronto,
proclaims the approach of the End
Times. He prophesies a time of
unprecedented upheaval. in which
even the light of the Emperor is
swallowed in darkness. Taggarath is
swiftly executed for heresy.

745.M41 The Tyranids enter the galaxy and the
lyrannic Wars begin. Hive Fleet
Behemoth destroys the Imperium+held
Tyran and Thandros systems. Later that
year, Hive Fleet Behemoth descends
upon the realm of Ultramar, laying
waste to several planets and
decimating the Ultramarines. The
threat of HIVe Fleet Behemoth IS finally
ended under the guns of two entire
Imperial battlefleets. Impenal
commanders across the Ultima
5egmentum look at their borders with
increasing unease.

An uprising in the Krandof system is
put down by the Cadlan 23rd.

5everallmperial listening posts in the
Catachan and Ryza systems are
attacked by Eldar pirates uncler the
command of Prince Yriel.

Eldrad Ulthran, farseer of Ulthwe.
foresees an Imperial explorator fleet
unwittingly awakening a Ne<:ron tomb
complex on the dead world of
Maedrax. Striking swiftly, the Eldar
destroy the Imperial ships before
descending on Maedrax to purge the
Ne<:ron presence. As the Eldar
withdraw, they are brought into
conflict with Space Marines of the
Blood Angels Chapter dispatched to
investigate the disappearance of the
exploratof fleet.

795.M41

766.M41

783.M41

First recorded incidence of the Zombie
Plague occurs on Hydra Minoris.
Quarantine is Imposed, trapping 23
billion uninfe<:ted imperial citizens
alongside a rising tide of the undead.

757.M41

THE MARCH OF TIME
ThIS UrT!E'llne is e~pressed US'"9 the dat'r.g system of the

Impenum, though it should be expressed that the events

themSEfwos may go unrecorded - or recorded With constderable

bias - Within W Imperial archrves. Indeed, ImPE'flilI records on

d,fferent worlds may ¥ary greatly on lh8' represerlfanon of w
facts The dates and eYef1ts noted IIere can be considered to be

~' InSofar as such things are possible

An IrnpenaI date IS a date 'Anno DomInI', but~ '"
lifferent tenTlS to those _ are US«I to The most I'lObCe.JbIe

ctIange IS W sufflll 'M' f'*"-d by a l'ItIITlbl!f Ttws IS W

I'l'IillennIum rtumber. In Impt>nal termS 6Itft dale between 200t and

3000 would be sulflXl!d by M3. The (lJr~t mifkonnrum In the

Waffiamrner 40,000 mythos IS the forty-fint or M4 1. Inodentally.

thIS suffix IS fI()fll'I(llly emphilStSI!d by a flJl stop for danty.

A typocaI dat,r.g code. such as)Oll Will find In this book. is

01 S0935.M41. The M41 rTIE'<IflS _ are dealing With a forty first

millenn'um date The other IWmbI!B tell us the year, the fritCllOl'1
of the year and the i1Cruracy of the dale.

Year: The last three digits are the year WIthin the millennium

running from 001-000 (one thousandl. 015093Or-M31 is tile ye.lr

930 of the thirty-second millennium. desctlbed ai the ye.lr

3193OAD. When refemng to a year in general terms. and where it
IS nol nec:euary to ,ochJde the year fracbOf1 or check number. It is

acceptable to wnte 'year 93Or-M32'

Yeilr fraction: for adrJwIoiUiltNe purposes the starldilrd year is

dMded ll'lto 1000 equal segments; OOt.QOO. Thos IS a pumy
adrnnstral/Ye corwenuon and not part of ewryd.Jy usage.

Ch«k number: The frst d9t .. the sequence IS the dating
reference or ched; 1"IUITlber. ThIS chedi; I"lU"I'lber IS necl'S5arY du@to

temporal distortIoI'ls which affect shIpi .. Warp~ as weI as

worlds~ are remote, or ISOlated, from faith. Its presence

qualihes the acruracy of the date glYl!'f11f1 eKh case. Note that as

this umeIine IS a record of i1b5olute fact. ratllef than a

po-esentauon of ImPE'flilI records. t~ is rl() check numbe< on

enlnes - tile following is therefore appended out 01 completeness

and for the satisfaction of rur;os;ty.
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797.M41

801.M41

822.M41

849.M41

850.M41

863.M41

888.M41

The Siege of Zalathras. Marneus Calgar,
Chapter Master of the Ultramarines,
holds the gate alone against the
greenskin horde for a night and a day.

AIl unprecedented flidc.er in the
Astronomican throws thousands of
ships off course, dooming them to
destruction in the Warp.

The Chaos Warmaster Abaddon raids
the Maiden world of IIdanira. He is
ultimately driven off by forces from
Alaitoc Craftworld.

All contact is lost with outposts on
Birmingham, the Black Planet.
Subsequent investigations of the
massacre indicate it 10 be the work of
Dark Eldar raiders.

Ordo Xenos Inquisitor lok leads his
expedition to the Anphelioo system.

The Saint Cyllia Massacre. The
Adamant Fury Titan legion turn away
from the Emperor and fall to Chaos.
They turn their guns on loyalist
regiments of the Planetary Defence
Force before makmg their escape.

The Crusade of Wrath. The Black
Templars Space Marine Chapter inflict
heavy losses on the Word Bearers
Chaos Space Marine legion and
reclaim several systems in close
proximity to the Maelstrom.

891.M41

897.M41

901.M41

913.M41

920.M41

The Long Midnight. The worlds of the
Persya sector suffer countless attacks
from Eldar pirates. Using ancient
technology, the raiders swathe their
targets in utter darkness and then
pillage and slaughter at will. The
vicious raids continue for half a year
until Imperial Patrol PraxlOn arnves to
drrve off the raiders.

The fortress-convent Sanctuary 101,
and all Sisters of Battle within, is
destroyed by the Necrons. There are no
survivors and few tangible proofs of
the perpetrators.

lugft Huron, master of the the Astral
Claws chapter, declares himself the
Tyrant of Badab and announces the
system's secession from the lmperium.
Eleven years of inter-system war
follows, wreaking havoc on shipping
lanes and embroiling more than a
dozen Space Marine Chapters. Huron is
eventually defeated, but escapes Into
the Maelstrom.

Disciples of the Chaos Sorcerer
Ahriman sack the Librarium on JoIlana.

Eldar pirates atta<k the troopship
Emperor's Faithful as It exits Warp
space in the Thanas system. The ship is
boarded and then disappears, taking
with it a complement of 5,000,000
Imperial Guardsmen and 200,000 men
of the Imperial Navy.

Prefix~ 1 to 8 indicate widening 'grey areas' of a gM'n item of

data's surrounding the onglnS Prefix 9 1$ shghtly different. It's

uwd wflen, fOf Instance, a source reporlll'l9 from a world that

doesn't use Irnpl!fIaI dalll'l9. nl"l!d:!i to make a reference to thal

world' hIStory The h6100G11 date would carry the Pl'eflX 9

Of1 Earth standal'd dale Refemng to .. t'YtOt which happened

WIthln~ Sol system.

2 Dwl!a. Source III~ psychI( CQIltM:l With Earth whm dale

reference was made.

] hdirect. The source IS Wt dfta psyct.:: CQIltaCI WIth a d.fis 2

source. but not Earth.

4 Corroborated. The SOI./fCl! is 1ft direct psychic: contact WIth a

class 3 source. but not Cl class 0fI Of 2 source

5 Sub<orroborated. The source IS 111 direct psychic contaoet Wllh

l1r'foJ corroborated source.

6 Non-referenced 1 year.O No psy.:hic contact with a class I·S

source wt1~ the reference is made. The reference does

belong to a sequence begmning Of ~dir,g WIth a date with a
class l-S source. The unsourced \lI'I'ol! penod is less than 1

stafldard year

7 ~tfellCed 10 years. ThIs ~ an unsourced date ... the

~ way as Cl class 6 date. bu\ WIth in unsourced peood of

1·10 yeafS.

8 NorHefemlCed morl! than 10 years. Thts IS in unsourced

date as for 7. but for in unsourced Sl!qtJfflCf 01 morl! than10,....
9 A approxmilted date With no fued coordinates at erthef end

of a sequence. or a date dr.Iwn from non-Impenally daled

references.

Exampk!' ~ ~9]S'IM41 (Of the year, 4O.93S AD)

Check Nl/mOO ---J Year fract'on Year
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925.M41 Contad is lost with eight~n planets In 975.M41 The Bloodthirster Skarbrand
the Vidar sector, including the forge materialises on the Cadian fortress-
'WOrld Lentrel Prime. planet of Lutoris Epsilon. His berserk

rage infects the garrison and SOOf"I the
926.M41 The Vaxhallian genoCides. In less than a fortifications are kn~-d~p in blood as

month, Chaos renegades, known as the Guardsmen tear each other apart
the Purge. slaughter fourteen billion in crazed bloodlust.
Imperial citizens.

985.M41 Rumours abound In the Underhives of
928.M41 Arha and Karandras, opposed Phoenix Cathoria 11 concerning shadov.ry

Lords of the Striking Scorpions. duel for warriors that steal away gangs and
sevent~n days amongst the shattered families. Broken Eldar weapons are
rUins of ancient Zandros. discovered. Word reaches the upper

levels of the hive and a punitive force
937.M41 InquiSitor Pranix leads five companies of several hundred of the Imperial

of the Space Wolves Chapter as well as Commander's personal guard is sent to
units of the Cadian 3015t and the deal with the elusive invaders. None of
TaUarn 14th in an attempt to reclaim the hive ruler's men return.
the nine Hollow Worlds from the vile
clutches of Huron Blackheart and the 989.M41 Waaagh! Snagrod rampages across the
traitorous Red Corsairs. Loki sector, culminating on a

devastating assault on Rynn's World
941.M41 Waaagh! Ghazghkull descends upon that leaves the Crimson Fists Chapter

Armageddon. The Orks are defeated battered and bloodied.
only by the extreme stubbornness of
the defenders and the combined might
of three Space Marine Chapters.
Thought dead by his foes. Ghazghkull
himself escapes into space.

944.M41 CommISsar Yarrick, hero of the Battle
for Armageddon. hears rumours that
the Ork Warlord Ghazghkull stIli lives! 995.M41 Tau fleet units strike at the shnne world
Leaving retirement, Yarnck sets off in of Ghola's Hope.
pUrsUit of his nemesIS, vowing to bnng
Ghazghkull to Justice. 992.M41 Raiders from Ulthwe Craftworld strike

at Cadian holdings on Aurent, only to
963.M41 The Ultramarines clash with a Tau be utterly defeated through the genius

expeditionary fleet for control of the of Lord Castellan Ursarkar Creed.
cursed planel of Malbede. When the
conflict awakens the Necron Tombs 993.M41 The Ultramarines quash rebellion on
hidden on Malbede, the Ultramarines the industrial world of Ichar IV. only to
and the Tau join forces to defeat the find themselves in the forefront of a
emerging Necrons. In the wake of the desperate defence against Hive Fleet
battle, Marneus Calgar initiates Kraken. Elsewhere, the Eldar
Exterminatus on Malbede, but Craftworld Iyanden is ravaged by other
generously allO'NS the Tau to evacuate tendnls of the Kraken. Two Space
before the planet is destroyed. Manne Chapters - the Scythes of the

Emperor and the lamentors - are all
969.M41 The plagueship Terminus Est is reported but Wiped out and hundreds of

in the Cando system. The Zombie Imperial worlds are lost to the Tyranids
Plague sweeps across the system in the before the incursion is blunted.
following months.

995.M41 Pirates of the Red Corsairs capture the
971.M41 The Ork outlaw Wazdakka Gutsmek Space Wolves cruiser 'Wolf of Fenris'.

sets in motion his plan to create an
interstellar supa 'eyeway through the 138997.M41 The twin tendrils of Hive Fleet
Warp. His intent is to ride his Leviathan strike at the underbelly of
kustomised bike from one Side of the the Imperium. cutting a swathe of
galaxy to the other. slaughtering destrudion through Segmentums
everything he finds on the way. Tempestus. Ultima and Solar.
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221997.M41 The Imperial world of Piscina IV is 978999.M41 Dark Eldar raiders cnpple the Imperial
invaded by Orks under the joint Navy's moorings at Bakka.
leadership of Ghazghkutl Thraka and
Nazdreg. Master Selial of the Dark 980999.M41 A massive Chaos Space Marine fleet.
Angels defends the planet until under the command of Huron
reinforcements can arrive and end the 8lackheart. emerges from the
Ork threat. Maelstrom and brings the Chogoris.

Kaelas and sessec systems under siege.
509997.M41 Elements of the Ultramarines and

Mortificators Space Marine Chapters 982999.M41 The Great Awakening. A ripple of
make a stand against one spur of Hive psychic adivity pa~ through the
Fleet Leviathan on the world of Tarsis Imperium. awakening the dormant
Ultra. The defenders defeat this tendril powers of latent psykers. The resulting
with a biological plague, but the backlash creates innumerable Warp
remainder of Hive Fleet Leviathan rifts and a thousand worlds are lost to
rampages on unabated. daemonic incursions.

601997.M41 Commissar Yarrick and Warlord 986999.M41 Tech Priests of the Adeptus Mechanicus
Ghazghkull finally come face to face on discover failures in the mechanisms of
the battlefields of Golgotha. Yarrick is the Golden Throne that are far beyond
captured. but ultimately released by their ability to repair.
Ghazghkull as the Warlord is planning
to invade Armageddon once more, and
wants a good fight.

622997.M41 Dark Eldar raiders slaughter GoIgothan
refugees on the moon of Jagdor.

9n997.M41 The Tau Empire begins a third phase of
expansion. They capture several
Imperial worlds on the Eastern Fringe
and show no sign of slowing.

757998.M41 Ghazghkull returns to Armageddon at 987999.M41 Necron raids strike the Cypra Segentus
the head of a new, even greater. system - the first adivity of its kind
Waaagh! Imperial commanders. having within 2.000 light years of Terra.
learnt from the previous invasion. do
not hesitate la commit ever greater 989999.M41 The Ultramarines 3rd company liberate
numbers of troops to this new battle the Lagan system from the Tau Empire.
for Armageddon. Several months into
the siege, Ghazghkull grows bored 990999.M41 Eldar from the Biel Tan and Saim Hann
with the grinding stalemate and, Craftworlds devastate Imperial and
leaving his generals to continue the Ork-held worlds surrounding the
fight, begins the conquest of nearby Octavius system with the intent of
worlds. Upon learning of the Warlord'S denying crucial bio-resources to Hive
departure. Commissar Yarrick pins a Fleet leviathan.
Black Templars crusade to finally end
the menace of Ghazghkull. 992999.M41 The Night of a Thousand Rebellions.

Upnsing and discord strikes countless
718999.M41 Hive Fleet leviathan invades the Ork planets across the Imperium. including

empire in the Octavius system. War the supposedly secure worlds of
between Tyranid and Greenskin rages Enceladus. Darkhold and Minisotira
on with no sign of stopping. It remains Contact is lost with large swathes of
to be seen if the victor will emerge Segmentum PacifKUS.
strooger than ever, and an even greater
threat to the Imperium. 995999.M41 Warmaster Abaddon launches his 13th

Black Crusade. The armies of Chaos
975999.M41 The light of the Astronomican grows invade Cadia and many surrounding

dimmer. Contact is lost with Ultima worlds. Imperial forces counterattack.
Macharia, and is intermittent at best but there appears to be no end to the
with Macragge and Cypra Mundi. forces of the Dark Gods.
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THE SPACE MARINES
They are the Adeptus Astartes, the Angels of Death, the Saviours of Mankind.

The Adeptus Astartes are the most powerful of all
human warriors. In many respects they are not really
human at all, but superhuman bemgs forged by genetic
modIfication, arduous traIning and the rigours of strict
dlSOplme. Space Mannes are the embodiment of the
Ernpercl('s will - their roaring boltguns bflng death to
the enemies of Mankind, their presence in battle the
o erence between life and death. They are the Angels
of Death, and none can stand against them.

Space Marines are organised Into Independent armies,
ca led Chapters, of which there are roughly one
'!'1OuSand spread throughout the galaxy. Each Chapter
t'\as 15 0INIl ships, its own heraldic unIforms and its

dl'Stlnet identity and traditIons. Unlike other
tary formations within the Imperium, a Space

.\anne Chapter is entirely self-sufficient, with its own
fforges. warships and support facilities.
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Most Chapters operate from a Chapter Planet - a
world within the Imperium. owned and governed by
the Space Marines that maintain a base there. Some
Chapters are not planetbound at all; their base of
operatlOOS can be a vast space fleet. an orbital asteroid
or a space statlOO. A5 some Chapters rule entire
planets. systems or sub-sectOfS, a Space Manne
Chapter Master may act as the head of government as
well as a marshal of war.

All the Space Marines In a Chapter belong to its warrior
cult. These warrior cults preserve trad,tlons and
practICes that date back to the earliest days of the
Emperor's reign. Space Marines from a single Chapter
are therefore spintual brothers as well as brothers-at­
arms. This dual existence as physical and spiritual
warriors is what forges the Space Marines into such
dedicated and determined warriors.



Although there is less than one Space Marine for every
planet in the Imperium, they are sufficient to the task.
The superhuman abilities of the Space Marines allow
them to fight with a tenacity that lies far beyond the
capabilities of lesser men. laying down a lethally
accurate hail of bolter fire until the foe lies broken and
beaten. The Battle-Brothers of the Adeptus Astartes
cannot rest behind walls Of fortificatioos - this they
leave to the Imperial Guard. Seek. strike, secure - this is
the combat doctrine of the Space Marines. They
conduct the most dangerous and crucial of assaults.
leading lightning raids behind enemy lines. seizing vital
positions and slaying enemy warlords to render
opposing troops leaderless.

ORBITAL ASSAULT
A Space Marine attack IS heralded by the screaming
approach of Drop Pods - armoured capsules launched
from near orbit at speeds impossible to track Of

Intercept Supplied with coordinates by Space Marine
Scouts. the Drop Pods deploy squad after squad of
power armoured warriors into the very heart of the foe.

While Tactical. Assault and Devastator Squads secure
the initial beachhead. Thunderhawk Gunships swoop
low over the battlefield. deploying Land Raider or
Predator tanks to the fray. Nigh inviolable In their
Terminator armour. veteran Space Marines teleport
onto key objectives. shredding enemy soldiers with
assault cannon fire and smashing tanks apart with their
power fists.

R,..
gl~~.

~'~~.IV
ORCAN1SATfON Of TH£

UlTRAMARIN£S 2ND BATTl£ COMPANY

Captaln Slcanus, Master of ttM> Watch
1 Command Squad

C........
6 TaetJCal Squads

2 Assault Squads

2 DeviJStiltOf Squads

2 Dreadnoughts

Such offensives are normally over in mere hours. for
few armies can contend with the full fury of the Space
Marines. On those rare occasions when an assault
stretches out into days or weeks, the Space Marines
press the assault with valour and determinatioo.
carrying bolter. chainsword and lascannon against the
enemy long after lesser men 'NOUld have given up
hope. Only when the foe is beaten. when the cratered
ground is hidden beneath a carpet of enemy dead and
the area secured. do the Space Marines move on.

It may take one. two or a dozen such stnkes to bring a
campaign to a victorious end. but VICtory is never in
doubt. Whilst a Space Marine draws breath he will
fight. and whilst a Space Manne fights. triumph
remains within his grasp. A half.<ompany of fifty Space
Marines is suffICient to end the rebelhoo of thousands.
while a full Chapter of a thousand Of so battle brothers
can decide the fate of an entire sub-sector. Many foes
have underestimated the sheer determination and
valour of the Adeptus Astartes. but not one has
suMved to repeat that grave mistake.

With victory won. the Space Marines remam planetside
until fresh units of the Imperial Guard and local
defence forces arrive. scarcely is the battlezone secured
when the Space Marines embark once more on fresh
campaigns. They are the saviours of the Imperium.
made stroog through faith and refined in the crucible
of war. For such heroes there can be no rest - only an
eternity of battle in the Emperor's name.
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CHAPTERS OF THE SPACE MARINES
One thousand bastions of strength and valour, fighting for the survival of mankind.

ULTRAM.A~~RI~N~E~S _
First Founding

The Ultramannes are the exemplars of the Space
Mannes, the purest and noblest of all of the Adeptus
Astartes. It was the founding Primarch of the
Ultramannes, Roboute GUllliman. who established the
Codex Astartes, the august tome that laid the
foundation for the Space Marine Chapters. Many
hold the Ultramarines to be the rightful heirs not only
of Guilliman, but of the Emperor himself.

~Wc uc the Ultramuincs. the Sons of
Guilliman. Whilst wc draw breath. wc

shod. Whilst wc shod. wc fight.
Whilst we light. we prevail. Nothing
shall stay our wrath.

M

Shoulder p/d1e1 be.Jrmg sqwd uttrarTliJnnes Chapler banner
and Chapter markings

- MUDCU5 ulgu
Ch~ptcr MUlcr of the Ulmmuincs

BLOOD AN:.::G:.::E=LS=--- _
First Founding

The Blood Angels strive for absolute perfection in all
things. TheIr martial diSCIplmes are practiced
unceasingly c:Ner long and vigorous lives. their rituals
and doctrines as flawless in execution as they are
wondrous to behold. Yet for all their outward nobility,
the Blood Angels are deeply marred. Each carries a
curse within his blood, a dormant flaw that inevitably
awakens to madness and blood rage. This is the
legacy of their Primarch. Sanguinius. and it has
doomed the Blood Angels to be feared and
mistrusted by those they protect.

SPACE WOLYES
First Founding

Made feral in thought and appearance by their
genetic heritage. the Space Wolves are the most
ferocious of all Space Marines. They are are also the
most unorthodox, having forsaken the Codex Astartes
in favour of the Teachings of their own Primarch.

The Space Wr::Jves have little patience WIth the
fawning superstitions of other men, prefernng the
ancient warrior-traditions of their home planet. Fenns
Each strives to perform great deeds worthy of song.
calling upon the Emperor only to witness the living
and to judge the slain.
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The Dark Angels stand first
amongst the Space Manne
Chapters, as they have done
since their very inceptIOn.
Theirs IS a proud Chapter,
with traditions and rituals
that date back to the earliest
days of the Imperium.

First Founding

DARK ANGELS

The Imperial FISts have
eamed battle honours
against many map alien
races and beer! Instrumental
in holding the Imperium
together through the
bleakest of times. They also
performed a pivotal role in
the defence of the Emperors
palace during the dark days
of the Horus Heresy.

IMPERIAL FISTS
First Founding

SALAMA"N"'D"'E"'RS'---- _ WHITE SCARS
First Founding

Born out of darkness and
fire, the battle brothers of
the salamanders Chapter are
tenacious In the extreme,
refusing to yield battle even
when other Space Marines
would fall back.

White Scars are the proven
masters of reconnaissance
and of the hit-and-run
attack. They are hunters and
raiders without peer In the
armed forces of Irnperium.

FLESH TEARERS CRIMSON FISTS

Unknown Founding

The fanatical Black Templars
have no Chapter Planet. They
are a fleet-based Chapter.
divided Into many Crusades.
The Black Templars have
modified the Codex Astartes,
and each Crusade is led by a
Marshall whose ad hoc
company is assembled to
pursue a particular goal.
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BLACK TEMPLARS

Second Founding (Imperial Fists Successors)

The Crimson Fists are a
Chapter on the edge of
extinction. Yet they fight on,
bearing the blows of a cruel
fate with a stoicism that has
become legend across the
Imperium.

Second Founding (Imperial Fists Successors)

The Flesh Tearers are subject
to a terrible blood-rage.
driven to win victory in close
assault where they can
sunder the foe with
chainsword and power fist.
Such is their bloodlust that
many other forces of the
Imperium are wary of calling
upon the Flesh Tearers in all
but the direst need.

The Silver Skulls believe that
the Emperor gUides their
purpose. They take to the
battlefield only when
portents demand it, fighting
with valour that has won
them great renown across
the Imperium.

Second Founding (Blood Angels Successors)

SILVER SKULLS





ASSAULT ON BLACK REACH

Wherever the Orks threatened to overcome their
disorder, wherever a Warboss rallied his warriors, there
could Captain Sicarius be found. No blade tasted more
blood that day than his, for Sicarius met the fury of the
Orks and matched it with his own. The Captain and his
entourage cut a bloody swathe through the Greenskin
lines, his blade severing heads and limbs even as his
eyes sought the Warlord whose will drove this
conquering Waaaghl

There, finally, amid the breached walls of Ghospora, did
Sicarius find his prey. With the Termmators of Squad
HellOS to hIS left and the unstoppable Dreadnought
that was Brother Ultraxes to his right, the Ultramannes
Captain hurled himself into battle with Zanzag's
retinue. Only ooe could walk away from that temble
struggle - the victor would dictate the final fate of
Black Reach and all who dwelled upon it.

the Orks came 00. With lascannon and mISSile they
destroyed Battlewagon and Stompa, but stIli the Orks
came on. Ten thousand lesser men could not have
hoped to prevail against the tide of rage that ebbed
and flowed before the walls of Ghospora that day, but
the Ultramarines stood firm. They fired until their guns
ran dry, then cast themselves at the Orks WIth blades
and fists, never once falling back, never once
despairing at the odds.

Two ITI()(Iths after the invasion of Waaagh! Zanzag,
saJvatlOn came to Black Reach. At Ghospora Hive,
OrkISh attacker and Imperial defender alike turned their
eyes towards the wailing skies as the Ultramannes'
stoke Cruiser YaHo's Revenge began its bombardment.
Plasma blast after plasma blast rained down from orbit.
detonating amid the ark lines WIth the fury of an
exploding sun. Orks died by the thousand. rendered
unto ash by the onslaught. Thousands more were
knocked sprawling by the shock.wave, their
BattJewagons and Buggies sent tumbling into fiery
obliVion as the ground shook. and roared under the
sttlke cruiser's guns. Before the echoes had fully died
away. Drop Pods slammed into the cratered earth, their
hulls glowing red from the heat of re-entry. The
Ultramarines' Second Company had arrived, and there
would be a reckoning.

FM! thousand, ten thousand, perhaps even twenty
thOusand Orks fell to the wrath of the Ultramarmes
that day, and when the story was recounted on Black
Reach in future years the number would grow ever
larger WIth each fresh telling. The Orks fought WIth all
the maddened fury of their race, but the Ultramarines
tought like heroes OOrn. Never once did they falter,
though the enemy outnumbered them two hundred
umes and more. With boltgun and chalnsword they
scoured the Greenskins from Ghospora's walls, but still

SPACE MARINE DREADNOUGHTS
When a Space Marine suffers mortal harm, the like of
which even his physique cannot endure, his body is
borne from the battlefield with reverence. Most die
swiftly from their wounds, or receive the Emperor's
Mercy from one of the Chapter's Apothecaries. But the
mightiest fallen, those within whom the spark of life and
honour still burns bright though their body be rent and
torn, are preserved from final rest. For such a man the
battle is not yet done. His skills, his wisdom and his
fighting spint must continue to serve the Emperor, even
If It must do so in another form. The hero's crippled body
IS Installed in the cyborganic web of an armoured
sarcophagus, hIS dimmed senses bound to electro-fibre
Implants. So does he cast off a frail mortal frame for
something greater and more diffkile. So does he become
a Dreadnought.

A Dreadnought is a truly massive fightIng machine,
weIghing several tons and standing two or three times
the height of a man. As the Dreadnought strides into
battle, incoming fire spatters like rain off his towering
adamantium and ceramite hull. Fiery death roars from his
weapons and his great metal fists churn through all who
stand before him.
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THE IMPERIAL GUARD
The Conqueror, the Unstoppable, the Hammer of the Emperor.

The Imperial Guard is Mankind's primary and most
numerous defence_ It is the Hammer of the Emperor,
numbering billions upon billions of soldrers divided into
rrllllions of regiments. Even the Departmento
MuOltonum has no idea of the number of troops under
arms. as the continuous toll of casualtIeS and influx of
recru 15 may run to millions In a Single day. With
thunderous barrages and aaddlng volleys, of !as·fire.
the IIT1pef'IaI Guard attacks In endless waves until
YlCtOfy IS Yo/Ofl_ It is warfare at rts most brutal. where
individual soIdter5 are irrelevant and only the mettle of
countless forgotten soldiers decides a worlds fate.

An Impenal Guardsman can never possess the battle
prowess of a Space Manne, but there are millions of
such Guardsmen for each Space Marine, sufficient that
they can be expended for the smallest of goals or
COOVJlItted to the most desperate of defences. Where
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the Space Marines can be likened to a surgical blade,
striking swiftly and precisely, the onslaught of the
Imperial Guard is akin to a sledgehammer, cumbersome
but unstoppable. Its doctrines focus on training soldiers
to aim steady and stand firm when faced WIth the foe.

REGIMENTS OF THE GUARD
Each world of the lmperium is obliged to raise
Regiments of Imperial Guard, and these are shipped all
across the galaxy to conduct endless wars in the
Emperors name. The size of these regiments is by no
means fIXed. Indeed. depending on the population of
the world from which it is raised. the number of men in
a new regiment can range from a few hundred to
several tens of thousands. Troops regard themselves as
belonging first and foremost to their regiment. which
consists of comrades from the same world who speak
the same dialea and practice the same customs.



Many Imperial Guard regiments are recruited from the
savage urban environments of hive worlds, such as
Moltova, Armageddon or Coronis Agathon, planets
where family or corporate-based warfare is endemic.
Such troops are battle-hardened long before they are
drafted into the Imperial Guard and are regarded as the
best raw material for a fighting regiment; although
summary executions and whippings are often needed to
instill a little discipline, of course.

Other favourite recruiting grounds are worlds such as
Kaledon. Shodrax and Kanak - the feral or medieval
planets where warrior castes and martial brotherhoods
thrive. Primitive recruits are not discouraged from native
practices such as head-hunting. the taking of scalps and
other such trophies. These customs are regarded as
perfectly acceptable for the battle-spirit they awaken in
the troops and for the fear provoked in the foe. Such
warriors must be trained to use modern tools of war,
although the weapons employed by the Imperial Guard
are deliberately straightforward and durable to ensure
that even the most backward members of the human
race can wield and maintain them.

Once a regiment has been raised, it is shipped to its
posting. often receiving further training in transit. While
regiments are normally posted straight to the heart of a
conflict. they are occasionally assigned to a world that
borders a warzone, both to reinforce that outpost's
defences and to give the inexperienced guardsmen
sight and smell of the enemy. Sometimes a regiment
will be posted to a newly conquered or liberated world.
inevitably leading to conflict with lingering pockets of

resistance. More often than not, the new garrison will
find itself consolidating control of an entire planet from
little more than an initial dropzone. This is very much a
baptism of fire. forging a hardened fighting unit from
the raw troops or damning them to certain death on
the beachhead.

THE WEAPONS OF WAR
Imperial Guard regiments vary enormously across the
galaxy. and include disciplined ranks of infantry, glorious
cavalry. fearsome artillery as well as earth-shaking tanks
and war engines. Each Imperial Guard regiment is
largely uniform in its composition. An infantry regiment
will contain nothing in the way of heavy artillery, whilst
an artillery regiment will contain little else. As a result.
the Imperial Guard are at their strongest when formed
into an army drawn from several regiments. This is a
deliberate organisational procedure set in place to
prevent large scale rebellion occurring - one of many
painful lessons the Imperium learnt in the dark days of
the Horus Heresy.

The cruel truth is that manpower is the cheapest of the
Imperium's myriad currencies. Commanders of the
Guard spend the lives of their men in the search for
victory as carelessly as other armies expend
ammunition. It is through this. the inexorable and
overwhelming application of power onto a single
strategic point, that the Imperial Guard wins its bloody
victories. Though ponderous. it can field an unending
tide of infantry, supported by armoured vehicles and
artillery. It is a strategy of attrition. and fevv foes can
endure its mighty onset.
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IMPERIAL GUARD REGIMENTS
The nameless heroes who live and die so that the Imperium might endure.

CADIAN SHOCK TROOPS
Cadia has always been Cl fortress world, charged with
guarding a narrow corridor of space known as the Cadian
gate - the one and only safe passage between the Daemoo
worlds of the Eye of Terror and Earth. Cadia itself is
therefore one of the most strategICally important planets in
the galaxy, and rts defence is VItal to the survival of the
lmpenum. As a result of this, Cadia IS a fortress. first. last
and always. Its entire population IS destined for a military
life. The birth rate and recruitment rate are synonymous, and
the death rate is not so very far separated.

Cadian Rl?9iments are swift to deploy, with excellent morale
and unswerving loyalty. Such is the heroism the Cadians
dISPlay that even the superhuman Space Marines hold these
guardsmen as important allies. Cadian commanders believe
that It is discipline, and discipline alone, that makes a good
soldier. While thIS VIf!W is perhaps a little narrow, It IS
Impossible to argue With the impresSIVe honours laVIshed on
the Cadian high command by a gratefullmperium. Such is
the reputation of the Cadians that many other regiments
utilise the same pattern equipment, although specific
fighting styles and regimental credos may differ.

CATACHAN JUNGLE FIGHTERS
The planet Catachan is a death world on which the climate,
animal life and plant life is all inimical to humanity. On
Catachan, daily survival requires skill and courage undreamt
of on other worlds. It is not surprising therefore that the
men forming the Catachan Regiments are tough, resourceful
and uncompromising warriors, as deadly from afar with
IT'IOflar and lascannon as they are from ambush With lasgun
and f1amer.

In the Jungle, Catachan warriors are unsurpassed. Each is
eaSily worth five men from any other regiment, and those
skills learnt in the Jungle are easily adapted to other war
zones. Indeed, most Catachans claim that even the most
suicidal of military engagements are as nothing to a day in
the lethal jungles of their homeworld. This gung-ho
enthusiasm is often mistaken for bravado by Guardsmen
from other regiments. The fad remains that Catachan jungle
fighters remain the most uncomplaining, determined and
valourous soldiers of the Imperial Guard, whether aSSIgned
to drudgerous garrison duties or a hopeless assault upon an
impregnable fortress.
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MORDIAN IRON GUARD
The Mordian Iron Guard are
superbly drilled and accoutred
soldiers from a world bathed in
perpetual night and cursed with
the attentions of Chaos.
In battle, the Iron Guard present
a solid wall of brightly­
uniformed. flawlessly-formed
troops, cutting down the foe
WIth precisely tlmed volleys from
behind a hedge of polIShed
bayonet POints.

VAlHAlLAN ICE WARRIORS
Regiments raISed In the frozen
hIVe otleS of Valhalla have a
formidable reputation for
unwavering courage when in
defence. Normally the only way
to capture ground held by
Valhaflans is to wipe them out to
the last man. When attacking,
the Ice Warnors combine massed
artillery barrages with endless
Infantry wave assaults - few foes
can withstand such tactics.

TAlLARN DESERT RAIDERS
The TaUarn are guerrilla fighters,
evasive and opportunistic. They
are especially renowned for hard­
fighting Sentinel squadrons and

"'iIi'il~ reconnaissance operatives. Every
Tallarn is an accomplished rider.
and they WIll often use riding
beasts to move from battle to
banle, or to charge into the thick
of the fray where knives and
hunting lances can do their
wicked work.

ARMAGEDDON STEEL lEGIONS
Fully mobile in their Chimera
transports, the Steel legions are
able to overrun the enemy hnes
with swift-moving mfantry

"''tii... formations. Recruited from the
great indUStrial hives of
Armageddon, Steel legion ranks
are thick with conscnpted
Armageddon hive gangers ­
a faa that goes a long way to
explain the fabled brutality of the
Steel legions.

ATHONIAN TUNNEL RATS
Governance of Athonos is vied
for by a dozen rival families. The
resultant gang warfare - fought
In the streets and sewers of the
hydroponic gardens - is brutal
and unending. Such is the
recruiting ground for the
Athonian Tunnel Rats. They are
masters of urban combat and
amongst the most determined
close-quarter fighters of the
Imperial Guard.

VOSTROYAN FIRSTBORN
Vostroya's regiments are
conscripted from the first born
sons of every family on the planet.
The arms and armour of Firstborn
regiments are directly supplied
from the c1amourous
manfactorums of their smog­
shrouded homeworld. Each
weapon is a family heirloom,
passed down from Firstborn to
Firstborn, and worth considerably
more than the man who carries it.

THE DEATH KORPS OF KRIEG
Kneg was laid to waste when
rebellion led to a 500 year
campaign of atomic purging. The
Death Korps now seek to make
amends for their earlier heresy by
martynng themselves to the
Impenal cause. The Death Korps
fight without fear of death,
grinding their enemies down In
banles of attrition, disdaining
retreat and surrender whilst
VICtory is still in S/9ht.

KAlEDON HUNTERS
The complex warrior clans of
Kaledon are an invaluable
recruiting ground for the Imperial
Guard and contribute several of

"liI"-. the toughest, if least disciplined,
regiments In the Impenum. Each
regiment is drawn from a single
clan and Kaledoni regiments
inevitably fight all the harder to
prove their superiority over a
regiment recruited from a
different clan.

DARK MILLENNIUM: The Imperial Guard 141



THE KIELDAR OFFENSIVE
A rebellion systematically crushed beneath the weight of the Imperial Guard.

The Kieldar rebellion of 956.M41 began with a
declaration of independence and flagrant rejection of
the Imperial Creed. Shortly thereafter all those deemed
Cl threat to the newly 'independent' Fortress world ­
induding representatives of the Ecde5larchy and
military advisors from nearby Cadia .......ere executed.

Unbeknownst to the rebels, an Astropath attached to
the Cadian delegation was able to send warning of
Kieldar's upriSing. Fearing that misrule would spread ­
espeCIally to the nearby, and Vital agri wonds of the
Dinorwyc duster, an Impenal Guard task force was
assembled and ordered to crush the Kleldar rebellion.

DAY 18
Bbtzkneg asWt on outer dIof@l'lCf line
Thundefbolt fM;1htll'fS PfCMde aI' CoYff

fstlnlalE'd casualtIeS InflktE'd; Ke.1vy
Infantry casualtJes sustaIned; Li9hl
tM;1hMg vehICles casualtIES sustainE'l! Moderate

­~-

....--
­,~...

I~I
r;;1 It It

TACTICA CONTROL
Regimental commanders of the
Imperial Guard are expecred to lead
their men from the front. to enfcxce
disopline and set an ex.lmple to the
common sddiers. By CMtrast offic~
who oversee the WIder SlI'ategfeS of
the battlegtoup are too valuable to be
commonly exposed to the volatile
rfwrres of operation. A high
commander of this kind direcrs the
bombardments. entrenchments and
assdulrs of their numberless soldiers
from the relative safety of a Proteus­
dass command bunker Of orbitmg
starst.p. Here a cotene of aides.
Sol!Mton and iISlIOpaW keep hun
abn;oast of barrJefield deYeIopmm~
MId an M!f-\ligJlant Lord Comnns:sar
et'JSUI'e that his dufleS are discharged
rom!Ct1y and WIthout ~kness.

Casu.Jlt.es Inflicted:
Modefale
Casua/bes sustatned:-..

OAYS1to7
"Thret' attemptS 10~
a drop Slll! on the r'lOrthem
oonlment are defe.lled. The
fourth (!lIVeS the ef\f!my
from the beICh·head.
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THE lEMAN RUSS
The Lemon Russ is the chief battle rank of the Imperial
Guard. Over the many centuries the design has been in
use there have been many fundamental changes in
construction and even in appeiJrance, but the capabilities
of the vehicle hDve changed vet}' little. The Leman Russ'
rugged construction has proved time and again that it
can inflict and sustain heavy damage. No other rank­
human or alien - of the Leman Russ' size can match its
firepowef. At the same time the solid and durable
design the tank to endure a variety of lethal
environments, as well as the field modifications
of often less-rhan-expert crews and repair teams.

DAYS 20-24
Re<:oo elements destroyed whilst cutting
enemy supply lines. Reports point to
capt..,re<! guardsmen ha'Jing been ritually
l<KriflCed.

Estimated casualties infhCled: Light
Casualties sustained: Heavy
Stratl!gK Impact: Heavy

DAYS 25 to 40
Tasldorces Ironwind and Steel Hammer engage in pynhk
sieges of outlyir>g enemy-held cities and trendtl;nes. The
mission goal is th.:lt the Iaskfon:es shoold die slowly enoogh
to prevent the enemy reinforcing his 5lronghold. Presence of
Dat!mons reported. but not Independently verified.

Estimated casualties inflicted' Moderate
Casualties sustained: Moderate - estimated al 70.000

DAYS 6010 93
The SieQe of Darkridgl!.
The Oarkridge Hold
fortifications are redU(ed to
rubble by thirty daj15 of
continuous bombardment.
Kieldar rebel defence units
fall back before infantry
itdvance. laskforce Ironwlnd
cuts enemy line of retreat.

C;rsUillties inflicted: Severe
Casua~ sus!<Iined: Heavy

DAYS 41 to 63
Flank March. Unexpected victory by
!askforce Ironwind allows seizure of the
Krokorax bastoon from Chaos Re~ade
agitators. TilSkfon:e lronwind itdvar.c:es
upon enemy posltions in the Kieldar
Darkridge.

Estimated casualtoes inflkted: Ught
Casualties sustained: Heavy
Forced march casualties: Moderate

DARK MILLENNIUM: The Imperial Guard 143



CHAOS SPACE MARINES
Cruel Marauders, Ruthless Overlords - Traitors all.

The Chaos Space Marines wage war for glory, for
adulation, for the joy of battle, for worldly power and
splntual release; and for other reasons too dark for the
faithful to comprehend. Chaos Space Marines were
once the Imperium's greatest defenders but are OO'N

deadly warriofs befit on anarchy and destruction. They
serve nothing but their own deslres and the Gods of
the Warp that grant them the power to fulfil their
depraved ambitions. A warrlOl' of the Chaos Gods holds
allegiance only to those more powerful than he IS.

Chaos Space Marines are gene-engineered behemoths
of war, dad in formidable power armour and wielding
weapons forged from human technology and blessed
by daemonic patronage. Along with their physiques
and unparalleled battlecraft, the Chaos Space Marines
are blessed with the gifts of the Dark Gods. and many
have otherworldly abilities and strange mutations.
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TRAITORS AND RENEGADES
Throughout the war-torn history of the Imperium,
Space Marines have strayed from their service to the
Emperor and turned to the Chaos Gods. Such a
betrayal caused the catadysmK events of the Horus
Heresy at the birth of the Imperium. Entire Legions of
Space Mannes, tens of thousands-strong, betrayed the
Emperor. The Traitor LeglOOS have since broken into
hundreds of rovmg warbands. As well as these
warnors, indIVidual Space Mannes, squads, companies
and whole Chapters have turned renegade and sworn
themselves to Chaos. These are the most loathed of all
the Emperor's enemies, for they are traitors who have
forsworn their oaths of allegiance and turned their
backs on duties held dearer than life. The Chaos Lords
are the most powerful of these warriors, capable of
welding together coalitions of these disparate forces
long enough to enslave and despoil.



HIDDEN LAIRS
At the heart of the Imperium lies the twisting morass of
the Eye of Terror Warp storm. Here, starships cannot
easily forge their way through the swirling energies of
the Warp, and so within the Eye are found the greatest
fastnesses of Chaos. preserved from Impenal retribution
by the power of their dark masters. Yet the Eye of
Terror is also a prison. for Its tempestuous energies trap
the Chaos Space Marines WIthin.

Time flows strangely within the Eye of Terror. While a
month Of day passes tn the material universe. an hour
or a century may pass amid the SWIrling Warp rifts of
the Eye. Thus the Chaos Space Mannes erupt forth on
sporadic raids as the chance flows of energy allow.
rampaging across wOOds and star systems before
returning to their strongholds. OcCilSlOl"laIIy the Eye of
Terror opens fully, allowlng the multitudinous hordes of
Chaos to burst forth in devastating incursioos KnQ\oVfl as
the Blade Crusades.

Chaos rt?flegades and Traitor legionnaIres d'oNeIl not
only in the Eye of Terror. but also within other Warp
storms such as the Maelstrom and the Well of
Shadows. Warbands stalk thetr prey from the
wilderness space betweerl Imperial sectors aboard
starships, on hidden moonbases and within drifting
space hulks; there is no target beyond the reach of the
Chaos Space Marines and no world that does not feel
their coming.

DEADLY WARRIORS
The Chaos Space Marines are highly trained and
motivated by greed, lust and glory. Many have decades,
centuries or even millennia of combat experience, won
on countless corpse-riddled battlefields. All are highly
skilled in every manner of weapon and war. Heavy
weapon squads known as Havocs lay down blistering
covering fire, while Jump pack-equipped Raptor squads
swoop down on theIr enemIes. The most fearsome and
experienced warriors advance dad in archaIC Terminator
armour. Some renegades dedIcate their lives to a single
god and a Single purpose, wholly surrendering their
humanity for the glories of thetr patron. foremost
amongst such warriors are the Khorne Berzerkers. who
are gripped by a bloodthirsty battlelust and hurl
themselves at thelr foes WIth pistols and chain-axes,
and the Plague Mannes of Nurgle, dedicated to
spreadmg pestilence and decay.

A few Chaos Space Marines allow Daemons to possess
their bodies, exhibiting destructive Warp-based powers
that consume theIr host as surely as they do his foes.
The mystenous Obliterators have made strange pacts
with the Ruinous Powers and are capable of
transforming their bodies Into living weapons. These
warriors fight alongside war machines that have seen
ceaseless battle for centunes on end; ICon-encrusted
battle tanks, psychopathic Dreadnoughts and Daemon­
possessed Defilers. Such are the forces of the Chaos
Space Marines. Such is the doom of Mankind.
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THE FALL OF VILAMUS
The piratical band of renegade Space Marines known
as the Red CorsaIrs regularly raid the lmperium from
lairs within the Warp storm known as the Maelstrom.
Most of these attacks target shipping, but there are
some raids, those led by the dread commander Huron
Blackheart, that go much further in their danng, and
the Fall of Vilamus was one such attack. In the last
years of the 41st Millenmum, Huron set out to steal a
large amount of gene-seed - the raw geneue material
his Apothecanes require to make more Space Marines.
Vilamus was the fortress-monastery of the Marines
Errant Space Manne Chapter. It was a formidable

Night lords Veterans
Hvron stTlJ(k " de<l1 Wlrh severitJ W"fT/on of the Nlgllr (otds
(egioo, inf"mous for their ittllbushes <Irld sne.lk "ttack t.Ktla.
~ Night (orris fOf/ned , vanguard. Havmg been dropped
QtIto rhe work/under COW!f of , cosmic storm, they infiltr"ted
the defences of \.ofl"mus \'I" poor'" defended ventililtior! shdfu
"nd m.llnten.mce tunnels. Once inside the fortress-/l'IOIlastety
they dlsabJed the gener,torum, $h'.l/!mg down the feleport fiekj
ilnd defence lasers.

Huron's Victory
Wirh ViI.fmus' ~fOt1l<Ited
defence furn'D deprwed of
power MId the fonress­
/7lOI'lMtety's gMrison
comb.ttll'l9 the T1!rminoIrors,
HtKorI~ the killing
blow HP led <1fl ass.JUIt
..-m the m.JIfI cNpe(
wIuch contlm«! m.trIy of the
C1Iapter's most prtZ«J
iJffef~ 70m between
pnmcrJrlg rhN ~seed
¥Id rhM 0'IapleJ'~ the
M<Jmes £rriJnr were~
¥Id dlUS -+ COt'IQCJeJ'W1.
Huron esc:<JPed WIth~ If
of the OIoJpreJ') getJe-SeeI1
doo-7wlg the M<Jmes Emnr
to • .sA:lw dfmG.e

target, protected by the greatest warriors of the
lmperium, throbbing power shields to prevent
telepol'tmg, and armoured bastIOns eqUiPped with
lasers capable of blasting targets out of ()(bit. The first
of these defences, the Space Mannes, was relatIVely
straightforward to negate. Over the course of two
years the Red Corsairs performed ever more danng
attacks on shipping in the sect()(, draWIng more and
more of the Marines Errant out on patrol and counter­
plracy mMlons. Eventually, this left Vilamus garrisoned
by only 120 Space Marines, supported by numerous
Chapter serfs.

With the defence lasers out of commISSion. Hurotl's CfUlS(n ilnd
strike Cfilft were "bIe to en~ low orbit From here. Huron's
TermiOilIM - high'" experienced "nd hea\'lly-arrnoured warriors
- were able to telepott r:Jirer;r1y into Vilamus. Their milin larger
was rhe power relays rhat stiR fed t'flerg)' to the defence
bilstions. Once these were severed. the Term'Oilt~ r:Jiverled
their "ttilCk to the iIPOrhecanon where tile Chapten gene-v"ull
w.» 10 be found





THE ANTECANIS MASSACRE
\'\/hen the Chaos Space Marines attacked, Astropaths
had broadcast warnings and calls for aid. Space
Mannes of the Silver Skulls Chapter were the first to
respond. They harried the Chaos fleet with daring hit­
and-run attacks that robbed the warriors on the surface
of orbital support. The Silver Skulls were but the first
warnors In the Imperium's response as the
Departmento Munitorum gathered forces and raised
regiments for all-out war. Abaddon knew that once the
limitless numbers of the Emperor's armies were
committed, Antecanis would become a cauldron of
battle from which there would be no escape. He
resolved to swiftly end the siege of Monarchive.

Perhaps the greatest of all the bloodthirsty warlords of
Chaos IS Abaddon, Warmaster of the Black Legion. It
was dunng Abaddon's 9th Black Crusade that the
world of Antecanis felt his Ire. At the start of the 37th
MIllennium it was Cl heaving hIve world WIth a
populatioo in the tens of bilhons. Its prmcipal export
was people. most of whom were sent to labour in the
nearby Naval dockyard of Cancephalu5 or to a~ the
warships bUilt there. Knowing that the Imperial Navy
docks were heavily defended, Abaddon chose to strike
at its most vulnerable point - the world from which its
workers came. Without a supply of millions of
labourers, Cancephalus' manufactories and shipyards
would fall silent.

Abaddon promised great riches and countless slaves to
his warriors, making pacts With the frenzied Space
Marines of the World Eaters, the darkly zealous Word
Bearers, renegades from the Purge and the Apostles of
Minthras, and dozens of smaller warbands. The might
of the Black legion and theIr allies fell upon Antecanis
In 165.M37. A space battle erupted around the orbital
defences, but the defence monitors and Impenal Navy
space stationS could do httle against the battle barges,
grand CrulSefS and battleshiPS of Abaddon's fleet. After
seven days, fusion bombs and vortex torpedoes rained
down from the heavens onto the towering citadels of
Antecanis' hives. Millions died as glistening towers
toppled under the orbital barrage. In the wake of this
devastation, dropshlps poured onto the surface.
disgorging hundreds of ruthless killers.

Abaddon's lieutenants and allies had divided the spoils
and set about attacking their targets. Abaddon
focussed upon Monarchive, the seat of the Imperial
Commander. At the vanguard of Abaddon's attack
strode Dhar'Leth, a Daemon Prince who had fought for
the Night Lords during the Horus Heresy, but who now
swore allegiance to the Warmaster. DharLeth's assault
was relentless; for sixteen days the Daemon Prince and
his Black Legionnaires burned and butchered their way
through the lower levels of Monarchive. Refugees fled
in the tens of millions, but still columns of slaves
hundreds of kilometres-long trudged across the wastes
to the Black Legion's landers.

Abaddon led the final assault on the capital, attacking
with his bodyguard of Black Legion Terminators. They
slaughtered squads of Adeptus Arbites, whole platoons
of planetary defence troopers and the elite Oath
Wardens of the Imperial Commander's personal guard.
The sacrifices of the defenders were in vain, for it took
Abaddon a mere two days to breach the final defence
line and storm the inner sanctum of the Imperial
Commander. With Monarchive now under his control,
Abaddon sent his forces to kill or capture as many of
the hrve's populace as possible. Those too old or too
infirm to slave for the Warmaster were executed, while
millions of others were transported to captured haulage
and merchant ships waIting in orbit.

When Abaddon received word that the first Imperial
Guard transports had broken from Warp space, he
ordered his lieutenants to Quit Antecanis. To his allies,
he gave no warning, knowing that they would be
forced to fight and would delay Imperial pursuit. With
the holds of his ships crammed full of loot and slaves,
Abaddon departed Antecanis, dropping a dozen
cyclonic warheads onto the ruins of Monarchive as a
last contemptuous gesture. Breaking through the
cordon of Silver Skulls warships, the Black Legion
moved on to their next target.

Imperial Guard regiments from Cadia, Lostak and
Second Hubns arrived at AntecanlS In the following
weeks and months, and the Chaos Space Marines left
behind fought grimly. Some escaped the tightening
Imperial noose, others fought to the last in banles
marked more by bloody slaughter and defiance than
tactteal acumen. As Abaddoo had planned,
Cancephalus gradually stopped its construction works
and within a year was unable to refit even the smallest
naval warships. Unmolested by the Imperial navy,
Abaddon's fleets were able to ravage the sector at will

For seventeen years, battles continued for possession of
Antecanis, from which the world never recovered. The
ruins of its hives loom darkly over the ash wastes like
the skeletons of gargantuan beasts.
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CHAOS DAEMONS
Scions of the Warp, Doom Given Form, the Children of Madness.

Daemons are destructIOn Incarnate. When a daemonic
army IS on the march, anarchy is rife. reason collapses
and carnage consumes whole planets. All fear the
Daemons of the Chaos Gods. for their mere presence
can permanently alter reality itself.

The Warp is a perversion of the material dimension, a
bonomless mIrror-pool hidden only by the delicate veil
of saMy Within the warp dwell unholy terrors formed
of purest malevolence and murderous Intent. They
watch the matenal world from another plane of
existence, tJIeIessIy searching for a weakness In the
bamer between planes that Will allO'N them access to
the rT'IOI1al realm. These vile denizens are
manrfestatlOOs of all that 15 twisted and dark in the
human psyche. They are hatred and violence given
form. twisted lust and perfidiOUS envy come to life.
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Hidden Within the shifting tides of the Warp, the
Daemons watch the realms of humanity, their souls
burning with an eternal thil'5t that can only be
Quenched in blood and havoc. It is the Daemon's sole
desire to possess and pervert the works of man.
Though there are many factions amongst the Daemons
of the Warp, they are all united in a single Quest: to
make the mortal plane a playground for their hateful
needs and to slaughter and punish every living creature
they can find.

DAEMONIC ASSAULT
There are many ways for the Daemoo to Invade reality
The psyKer's gift, most common of the Daemon's
means of entry, thins the walls of reason and allows
otherworldly assailants to penetrate the veil. Whilst
traversing the Warp, many an Imperial crew will watch



in horror as their ship's protective shields collapse, and
when the vessel eventually drifts from the fickle tides of
the Immaterium it is filled with fiends instead of men.
Sometimes a stellar trauma will tear the fabric of reality
itself, leaving a permanent lesion from which daemonic
invasions of unprecedented size spill forth. There are
even those planets that have been coosumed by arcane
p<:l"Ner, transformed mto Daemon worlds that defy
reason to bener echo the whims of their mad lords.
Whatever its source, once a Warp nft is fully open, the
doom of any nearby worlds is nigh.

THE HOSTS
Daemons are an extension of the will of their parent
deity, splinters of the Ruinous Powers made sentient.
Each Daemon resembles Its vile progenitor, at least in
part, and when the hosts march to war they do so as a
coruscating cavalcade of unreasoo that can unravel the
mind of a mortal man. Unimaginably sickening
Plaguebearers shuffle and plod toward their foes,
noxious slime pooling in their deliquescent wake as
they drone monotonous catalogues of disease.
Iridescent Horrors cackle and cavort. wreaking mutatioo
and ruin with hysterical glee. Bloodletters stalk forward,
long black tongues flkkenng around hell-forged blades
In their eagerness to claim more skulls. No less deadly
are those known as Daemonettes, the writhing
handmaidens of Slaanesh. their hypnotk movements
alooe enough to beguile a man. Yet these are but the
most common of the abhorrent forms in {he daemonic
host; those closest to the comprehension of mankind.

Amongst the ranks of the Daemon soldiery are entities
far more exotic and terrifying. When the rift in space
has dilated sufficiently the host's war-beasts will attack,

creatures possessed of animalistic intelligence but
hideous strength. Scaled hounds the size of stallions
and sinuous Daemon-steeds race alongside brass­
armoured behemoths and swooping terrors of the sky.

But within the ranks of the daemonic legioos none are
more powerful than those known as Greater DaemortS.
These monstrOSIties epitomise all that is unholy,
looming over their nightmarish minions as a mighty
predator towers DVef" its young. A blow from a Greater
Daemon can tear apart a platoon. shred a tank, even
split open a duralium vault. To stand in defiance against
a Greater Daemon is to nsk an eternity of torture and
damnation. At their whim, reality is reforged. At their
command, the Daemon armtes punish and slaughter
the populations of entIre systems.

WAR WITHOUT END
Though Daemons can be dnven back to the Warp with
unremitting force and a WIll of steel, ultimately this
hellish grotesquerie can only be sIovoIed, not hahed. The
destrudion of a Daemon's physical form will banish it.
but not put an end its existence. The malefk presence
will gradually reform in the Warp, nUrsing its grudge
over long and pamful decades. When It gets a chance
to return to the matenal plane, its revenge will be
bloody indeed. Worse still, once a breach in space has
allowed a daemonIC host to bleed through, it remains a
weak point in reality that may split open again without
warning. As more and more individuals dabble with the
Warp, so does the power and frequency of daemonic
assault increase. Though the common man knows little
of such things, those who have studied the Daemon
believe it the greatest of all enemies, for they are the
doom that comes from within.

THE CHAOS GODS

Tmenteh is the~t Sorcem, the TZEENTCH
P of magic and master of the
&ne stream, He is the (hanger of
Ways, the one who d11t'CtS the fate
of..the un.verse. OnlyTle«ltch can
see the trails of potential futures
weavmg forward In t1nle like multi­
coIoun!d threads HIS plans reach
past temporal bounds and carry
through untold centuries.

Slaane5h IS the youngest of the
Chaa5 Gods and i$ IulcMn • b__ 01.....__

........ -dIlIpoIr---='"inIrnorUII CID be NI~
enss 1\ aI ewthIf ald
seeks out I1'ItlI't& ptIlJS !ssed cl

-.,and ""'"'

K.horne IS the Blood God, the god
of bettIt. It god whose beI10ws of
il'lsatJabe rage echo throughout
time and spate. He SItS upon a
m'5lhty throne of btass atop a vast
mound of Skulls. A sea of splintered
bones exteod5 frOm him In all

~lS. the remains of those-"'...""'""""-,,.
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THE GHEISTOS CATACLYSM
In the early years of .M41, upon the agri-world of
Ghe;stos, an abattoir worker no older than a dozen
summers began to suffer from crippling headaches.
Though he had been schooled by the quadrant's
Proctor about the dangers of harbouring the unholy,
the youngster was reluaant to report the migraines to
his overseers, or the strange voICe that accompanied
them. He knew full well that if he confessed to what
the YOKe had been suggesting he would be taken from
the agri<omplex. perhaps for good.

One day, the boy was taken to the abattoir by the
shiftmaster, and beaten severely for failing to attend
the bloodmachines with proper diligence. The boy, in
the thrall of Cl particularly severe headache, lashed out
with Cl strange curse that even he did not understand.
For Cl moment, reality buckled and spilt, and his words
coalesced mto thousands of fat-bodied fhes.

Within seconds both of mortals were beset. The flies
shrouded the boy and lifted him off the ground. The
shiftmaster choked as dozens slimy and bristled
insectoid bodies forced their way into hIs throat and
tungs. In their panic, neither victim noticed that each of
the flies had the boy's face, nor realised that their

152 DARK MILLENNIUM: Chaos Daemons

maddening buzz was a droning prayer to Nurgle. With
a sickening popping of bone, the farm hand opened up
like a gory flower. Something terrible began to push its
way through from the Warp.

THE BLACK POX
The gurgling screams coming from the barn brought
many of the older labourers running. They 'Here
greeted by a repulsive sight. Greemsh-grey Daemons
'Here pulling their way out of the mewhng womb-thing
that was once the young worker, chanting ceaselessly
in a maddening monotone as the flies swarmed around
them. Though most of the workers turned tail and ran,
their fate was sealed. Each had been touched by a
Daemon-fly. Each had been infected with the Black Pox.

Within a matter of hours, the Victims began to putrefy
and severe bouts of coughing brought up not only dark
phlegm, but also more daemon-flies. They returned to
their hab-blocks In paniC, and the Black Pox spread,
taking a temble toll. Before dawn, much of the
quadrant's livestock had WIthered away to black sludge,
and the workers and their families had been replaced
by disease-ridden parodies of their former selves. The
footsoldlers of Nurgle were on the march.

A DARK REVENGE
Due to the vigilance and efficiency of a local Arbites
patrol, the infected agn-eomplex was qUickly
quarantined. Hundreds of Planetary Defence Troopers
were scrambled to combat the emergent menace,
along With a detachment of pure-nearted Adepta
Sororitas from the local EccJesiarchy garrison.
Eventually, With flame and faith, the Impenal soldiery
drove back the Daemons and reduced much of the
infected complex to ash.

Father Nurgte was not pleased by this turn of events.
Wrathful and with a desire for vengeance wracking his
fetid heart, Nurgle, petitIoned his brother gods for aid
agamst the upstart defenders of Gheistos. Though
subtle Slaanesh declined and Inscrutable Tzeentch
Ignored the P1aguefather's plea, Khorne the Blood God
was only too pleased to JOin the excess of slaughter
that Nurgle had in mind.

Combining their power, the gods forced the nascent
Warp rift wider until a glowing portal had opened
within the ruins of the agn-eomplex. This lime. the
Daemons that pushed through Ihe Warp rift came by
the dozen rather than in ones and twos. This tlllle,
gore-hungry Bloodletters marched toward the Imperial
barracks aloogSlde pustulent P1aguebearers and
chattering Nurglings. The butchery that ensued was the
worst that Gheistos had ever seen and the trenches
soon ran red and black with infected blood. But the
planet's nightmarish fate had yet to fully unfold.
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With the agents of disease abroad, it was not long
before Gheistos was in the grip of the Black Pox once
more. Maggots swarmed through the blood-slicked
streets. Shored up in his airtight dome-fortress, the
Planetary Governor ordered his Astropath to send out a
hymnal of distress. The governor was fortunate indeed,
for the message was received by the vorpal Swords
Space Marine Chapter.

The Adeptus Astartes attack struck like lightning, but
for the populace it was too late. The world was riddled
with infection. Reality shimmered and split in dozens of
locations, leaking pustulent matter that congealed into
more of Nurgle's dreadful children. Worse still, to
ensure his plans came to fruition, the Father of Plagues
had reached an accord with Slaanesh.

Despite their initial victories the Space Marines were
met by a daemonic horde of terrifying size. The battle
raged for days and both sides suffered horrendous
casualties. Despite the heroism of the Astartes troops
and the unrelenting fury of the daemonic host, neither
iide could gain the advantage.

THE FLOOD OF GORE
rne was incensed that Nurgle had turned to fickle

Slaanesh for aid. In his rage, the Blood God took up his
tegendary blade and slashed a mighty wound in the
~.. teS above Gheistos. Through the wound came a
'l'JShlng torrent of boiling blood, a tidal wave of
cnmson that swept away Daemon and defender alike.
Only the scions of Khorne and the Adeptus Astartes
tood true.

The once-peaceful planet of Gheistos began to
resemble a slaughterhouse as more and more of
Khorne's footsoldiers poured onto the planet. A hail of
skulls plummeted from red-hued clouds, screaming in
praise of the Blood God as they hammered down.
Those few natives who survived the deluge quickly lost
their minds under this fell barrage, clawing at their eyes
in horror and desperation.

The Vorpal Swords, suffering casualties at an untenable
rate, called for reinforcements. Three weeks later, the
Grey Knights, daemonhunters beyond compare, had
added their might and expertise to the battle
consuming Gheistos. The Daemons of Khorne began to
lose ground, their blood-hungry frenzy shrivelling under
the flames of the Grey Knights' fury.

Though Gheistos was eventually cleansed of daemonic
presence, it was judged tainted beyond all hope, and
the Inquisitors of the Ordo Malleus were left no choice
but to enact Exterminatus. At the behest of the
Inquisition the strike cruisers of the Grey Knights
scoured the planet clean with an unrelenting barrage
of cyclonic torpedos.

Though a mere matter of months had passed since the
original Warp rift had opened, Gheistos was no more.
Nurgle was most displeased, for he had been denied
the breeding ground for his newest plague, and both
Khorne and Slaanesh felt they had been cheated of
Victory. Tzeentch, the Great Schemer, watched his
brother gods squabbling and fighting amongst
themselves and smiled.
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THE ELDAR
Wielders of Fate, lords of the Void Above, First Amongst the Stars.

Subtle and mysterious. the Eldar are enigmatic aliens
possessed of incredible skil1. Before Mankind's
ancestors had even crawled from the cold womb of
the Terran seas, the shining constellations of the Eldar
empire already spanned the galaxy. The whims of the
Eldar moulded history, and the greatest amongst them
created worlds and quenched suns.

The Eldar's pride ultimately proved to be their undoing.
Their civilisation was ripped apart by a terrible cataclysm
that permanently scarred the heavens themselves. Now
the Eldar race is all but extinct, the last fragments of its
shattered civilisation in a constant battle fOf survival.

The Eldar are at first glance physically similar to
humans, though they are all slender-limbed and
dextrous, possessing fine features and an ethereal
grace. It is in their extraordinary minds that the true
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differences lie. The Eldar mind is innately psychic,
possessing a capacity for experience and thought that
scales heights of ecstasy unthinkable to a human or
Tau. This potential for joy is equalled by their capacity
to feel anger, bloodlust and even hatred. No creature,
not even an Eldar. can taste such rich fruits in an
uncontrolled way without consequence. For an Eldar to
yield absolutely to his desires would destroy him. Such
was the fate of the ancient Eldar, whose depravities
brought about the birth of a vicious and obscene god,
and the fall of the Eldar race itself.

THE TRUE PATH
Since the dark days of the Fall, those few Eldar who
survived struck out upon a different path. They became
isolationist and cautious in the extreme, flitting like
ghosts within great spacefaring cities called
Craftworlds. Fearful of falling into the same spiritual



THE FALL OF THE ELDAR
The doom of the Eldar. when it came, took a form
far more subtle and dangerous rhan civil war or alien
invasion. The E/dar's pursuit of perfection in all things
led them down the path ofdecadence until their
society fell to a terrible SICkness of the soul.

malaise as their forefathers, the Eldar practice but one
discipline at a time to the exclusion of all others. Their
focus is so intense that each skill becomes a complete
way of life, a sphere of experience that they explore
completely before adopting a different path. In this
way, the Eldar master dozens of facets of existence
during their centuries-long lives.

In the dark days of the 41st Millennium, the most
rerlO'Nned path is that of the Warnor. This path in turn
is subdivided Into several facets called Aspects. Each of
these warrior facttons is modelled after an aspect of
the Eldar war god Khalne, and each shnne has Its own
cultures, wargear and supernatural skIlls. The Aspect
Warriors are feared throughout the galaxy, for none
can match them in their chosen fields of battle. The
Path of the Warrior is dangerous for the soul as well as
the body, for all the branches of the Warner path lead
to the same dark place - a twilight eXistence where the
splnt becomes unable to escape from the bonds of its
own rage. It is there that the Exarchs dwell, those who
are trapped forever upon the Path of the Warrior in an
eternal cycle of bloodshed and stnfe.

THE WAY OF VIOLENCE
Despite all they have lost, the Eldar Wield technology
so advanced that. to the uncivilised races, even their
militia appear as masters of powerful magics. A small
force of Eldar is capable of methodically destroying a
far larger army without the loss of a single drop of
Eldar blood. This is due in part to the manner in
which the Aspect Warriors fight. The sharpened skills
of each unit interlock and complement those of their
comrades, weaving individual acts of battle into a
symphony of destruction. The orchestrators of the
Eldar war efforts are the Autarchs, those warriors who
have worshipped at the Aspect shrines for centuries
and yet never succumbed to the deadly fate of the
Exarchs, and the Farseers, who divine all possible
futures to better guide their people to success.

The elite infantry of the Eldar armies, though integral
to the survival of their race, are but one facet of a
much larger war machine. They march to battle
alongside elegant bipedal war walkers and arcane
artillery platforms capable of tearing apart reality.
Above the warhost the sleek prows of grav-tanks
glide gracefully through the air, casting their
distinctive shadows over darting stnke forces of
Guardians. Heavily-armed Jetbikes speed around the
flanks of the Eldar warhost in blurs of bright colour.
At the heads of the armies march the immortal
Phoenix lords and the incandescent Avatar, a god of
war incarnate. Their numbers are few, though, and
for all its pageantry and pride the grand warhost still
bears the mark of the Eldar's plight. AlongSIde the
living march the ghost warriors, the dead heroes of
yesteryear wrenched from their rest and compelled to
fight again. Such are the acts the Eldar are forced to
commit in order to ensure the survival of their
dwindling race.

Some heeded the portents that haunted cheir
dreams, bUIlding great Craftworlds on which to flee
to safety. Most glutted themselves on the pursuin of
the depraved. Before long. brother fought brother
and sadistic killers sralked the shadows.

Amidst the swirling psychic energy of the EmpyrNn.
the corruption of the EJdar became mdntfest. W'hat
an unimaginably foul and slckefllng being it was that
the E/ddr raised unkOOWlngJy in the Warp. No
creature was ewr bfrthed char was as terrible Of"

per"Jfne as the Chaos GcxJ 5J.aanesh, She \o'VOO
Thirsts. the Doom of the EIdar Incarnate.

With a howl of raw power 5J.aanesh rose into
supemarural life, and a psychic implosion tore at the
universe. The epicentre lay WIthin rhe gilded heart of
the EJdar realms. leaVIng a pulsing afterbirth of raw
Chaos In in place. Within the space ofa single
breath the E/dar had become a doomed people,
knowing that their nemesis had been born and that
ir would hunt them for the resr of eternity.
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A. Helm variants from
(he IJiaq Insurrection

AUTARCHS
The Autarchs are the
commanders of the Eldar
warhost. gifted in
strategy as well as in
pe~1 combat. They
take their wargear from
the Aspects that they
have mastered over
centUries of battle.

GUARDIANS
The Eldar Guardians are t:r
those who do not follow 3'
the path of the Warnor
or Seer. but who take up
arms to ensure their
race's survival. Such is the
level of Eldar technology
that they are potent
combatants nonetheless.

THE LAST HOPE

Banner of the ..
sable Helm Shnne

i. Avenger Shuriken Catapult

DIRE AVENGERS
The Dire Avengers embody the
Aspect of Khaela Mensha Khaine as
noble warrior, and are the most
common of all the Aspect Warriors
in the Craftworlds.

They are armed WIth the deadly
shuriken catapult, the weapon that
most readily characterises the Eldar
at war. The shunken catapults of
the Dire Avengers are the pinnacle
of their kind, and are far more
advanced than those entrusted to
the Guardians.

STRIKING SCORPIONS
The Striking Scorpions are the
strongest and most violent of the
Aspect Warnors. They excel in rugged
terram, SIlently stalking the shadows
to spnng ambushes on their prey. The
mandlblastffi bUilt Into their helmets
fire deadly energy charges, making
the SCorplOflS much·feared dose
assault speoalists

...... Srriking SCorp.ton
"'Pe<t Anoou,

Stnking Scorpion ..
Exarch Almour
incoqxxaring
sensor mane and
'SC~'s CIdIV'
E.rtarch artefact.

.. Shunken piStOJ
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'Flrepike'
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Ex.a1rh war helm. ~

Bame of Blood Dawn

.. Fire Dragon Aspect Armoor

FIRE DRAGONS
The Fire Dragons embody the
wanton destruction left in the wak.e
of the Eldar war god. Clad in armour
the colour of flame. they carry fusion
guns that can reduce even the •
heaviest battle tanks to piles of
molten slag. Fire Dragons afe highly
aggressrve and nothing less than the
total annihilation of their enemy will
suffice. If a squad of Fire Dragons
manages to close WIth an enemy
fortification It will be destroyed,
either by fuSIOO gun or metta bomb.

AShuriken pistol

ElDAR WRAITHLORDS
The towering
Eldar 'Ghost
Warrior'
constructs are
crewed by the
spirits of dead
Eldar heroes.
None can
stand before
their might
and survive.

'f Exarch mask
'fIe<l=am'

HOWLING BANSHEES
Predominantly female. Howling Banshees are
swift and highly mobile troops who excel at
close quarter fighting. They derive their name
from a legendary spectre whose call heralds
the death of those who hear it. The Banshees
emulate this call. uSing psychosonic amplifiers
contained in their Banshee masks. Those who
are exposed to this psychic scream suffer
almost total paralysis, making them easy prey.
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THE ORKS
The Beast, the Star-savages, the Wrathful Green Tide.

The Orks are a barbanc and brutal alien race that infest
the galaxy from end to end. Green of skIn and VIOlent
of temperament. they live only to fJght. kIll and conquer.

Orks are hulkmg creatures that have more In common
With a great savage ape than a man, They have long,
slab-muscled arms that end In powerful taloned hands
perfect for throttling and gouging. Their fang·toothed
maws gape and snarl when they bark out their guttural
language, and their porcine eyes glower from sunken
hollows in their thick skulls. An Ork's skin is wrinkled
and tough, covered in pocIc·marlcs, battlescars and
colomes of parasitic grubs.

Orks prefer to dwell in filth and squalor, saving their
energy for thetr killing sprees. A numerous race, the
arks are never truly beaten, fOf when an ark ,s finally
killed he releases thousands of spores that settle in
dank places and eventually mature into yet more Orles.
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A CULTURE OF VIOLENCE
All greensklns are naturally VIolent creatures, from the
bulkiest Drk warrior to the scrawniest Gretchln slave.
They need conflict just as human beings needs food
and drink, Stranger still, they become physically larger
and more powerful every time they assert their
dominance, An ark is never happier than when he is
maiming, burning, or killing.

Should all the warbands, clans and tribes of the Drks
ever truly unify, they would drown the galaxy In a
torrent of mindless Violence, But the Orks'
unQuenchable need for battle IS their downfall as well
as their strength. They will frequently indulge In bloody
wars with their own kind Just for the thnl1 of battle. In
this way the Drks establish their own hierarchy, fOf they
firmly believe that might makes right. The largest and
most belligerent Drks rise to the status of Nob, Boss or
even Warlord, bullying and stealing from anyone



smaller than them WIth Impunity_ Similarly, the most
powerful tribes subsume smaller warbands until they
become barbaric hordes that number in tile hundreds
of thousands or even millions.

THE GREAT WAAAGH!
The warbands and clans of the arks spend most of
their time fractured and disorganised, warring amongst
themselves to ensure that only the strongest survive.
When an ark population has swelled to untenable
proportions, it reaches a kind of critical mass. By this
time the strongest and most dominant ark will have
fought his way to the top of the horde, enforcing his
rule WIth an iron fist to keep a semblance of control
over his bellicose kin.

On occasion, this ark WIll be a visionary aflame with
plans of galactic conquest. He imparts his VlSIOfl to his
followers, usually via the medium of repeated blows to
the head with a blunt obJect. As wo«:! travels, the Ork
tribes put aside their differences and begin to unite.
Great war machines are built from scrap metal, often in
the image of the warlike ark gods. Nearby planetary
populations are enslaved to provide ammunition and
war materiel for the coming conflict.

As the excitement of imminent conquest reaches fever
pitch, the Warlord at its heart attains the status of
prophet and warmonger. Other tribes flock to fight
under the ascendant Warlord's banner, eager for a

piece of the action and the chance to excel in the eyes
of their brutal deities. When the arks can wait no
more, they take to the stars In great ramshackle fleets,
roaring towards their unWItting victims to a great
armada of surpassIngly ugly attack craft. This crusade
of violence is known as a Waaagh!: a holy war that
gains a terrible momentum until it drowns whole star
systems in a tide of anarchy and bloodlust.

THE STORM BREAKS
When the arks make planetfall upon the worlds they
invade, a great muster takes place. Thousands upon
thousands of growling vehicles and tanks belch
poisonous fumes into the atmosphere, their grilles
painted to resemble fierce animals from the ark home
worlds. Solidly-built walkers dank Into position, great
mobs of Killa Kans and Deff Dreads supported by
cathedral-sized Gargants, metal-skinned effigies whose
tread shakes the earth like the footfall of the gods
themselves. Great hordes of ark warriors take up their
position, blackening the honzon from end to end with
their numbers, their warcnes audible for miles around.
Batteries of Big Gunz, bizarre energy weapons and
force field generators crackle and buzz amidst the
green throng. Speed Freeks impatiently rev their
engines. and the Boyz at the heart of each army fire
their guns into the air. Here the power of the Waaagh!
is palpable as a wave of raw aggression. With an
almighty bellow the Orks surge forwards, and another
world is plunged Into unending war.
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THE CONQUEST OF VORSK
This is I stir chart depicting~ progrt"lll of
W'Mgl'o1 Gr~Nltt, In ark crusade that
~,ted the Vorsk wbsector in M41"•
Gf~ invasion force began as a f_
hundred tI'lousand Orb beoWging the agri­
~ of Iomis. RN.IW.~ split off to
WIund1 ttwir own WMaC}h$1 with varying
degreoes of success. Munwnile, the progress
of Gf.grr.,m own Wu~hlwas slowed by
IN prescm« of tM Warprift 'Hellfury', but

_ged bolstered by the pre-'l(ll of
Kogtoot'$ 0r1l fleet. etl<ounterecl an1N:
fringe of the rih. B~ the time~
Grind~. rtKhed the \lDrW.... b
numbeo were flJrther _Iled by the
Big Bosse of Orguk., forming ill

~~ic onsl.ught c.lpilble of crushiflg
seYeraJ syst@fJlSatonc:e.-_.......-~""'.-





THE LAST HOURS OF VORSK

---

The snowstorm had given the Orks cover enough to
close the distance, and the promise of slaughter hung
heavy in the air. Gragnatz da Killa licked his blackened
lips in anticipation, his foul-smelling breath frosting as
he took a moment to assess the battlefield anew.
Hundreds of corpses littered the arctic wasteland,
human and Ork in equal number, and the blanket of
snow underfoot was stained with violent streaks of
gore. Ahead, the Imperial troops were formed up into
neat lines in the ice-choked pass, denying the Orks the
advantage of superior numbers. Blistering volleys of la5­
fire flickered out into the greenskin ranks. Undaunted,
a horde of Boyz crunched along behind Gragnatz's
mob, gathering speed as they reached firmer ground.
Gragnatz didn't like the fact that the pass was still
occupied by the runty humans and their precious tanks.
It made him mad.

'Oil Zogdeg!' he shouted, firing his slugga into the air
to get his rival's attention, 'tell yer pansy mates ter
keep up, we shoulda been up to our guts in blood by
nowl' He turned back, grinning savagely as he heard
the stream of crude invective coming from Zogdeg's
direction, and led his Boyz in a loping run towards the
enemy position.

A low grinding filled the air and squinting. Gragnatz
could just about make out a column of Imperial artillery
rumbling into place behind the human infantry. He spat
a curse as the first of the artillery shells began to
hammer into the Ork ranks. The ear-splitting
detonations sent vast plumes of icy water into the air,
each impact killing dozens of Orks and sending many
more to their death in the freezing waters below. Still
the greenskins came on.

Around the flanks of the chanting, stomping Ork
infantry, a ramshackle fleet of Warbuggies careened
and skidded across the pack ice. Volleys of Ork rokkits
corkscrewed into the air, some even hitting the Imperial
tank squadrons ahead. Behind the Warbuggies came a
group of six giant Battlewagons, their chain-wheeled
tyres and spiked dethrollas biting great chunks out of
the ice. The ground shook as the gun-beasts returned
fire with their killcannon, incandescent explosions
breaking apart the Imperial battle tanks ahead. As if in
reply, more and more Imperial artillery thundered into
the howling mobs of Warbikers leading the charge.
Gragnatz barked a guttural laugh as one of the bikers
blossomed into a fireball and slewed into a snowbank
with a hiss.

The human battle line was within reach and Gragnatz
flexed his claws as he strode forward. The Ork
footsoldiers in his wake opened fire with their own
weapons, scything down the human defenders in a
storm of solid slugs. To their credit, the Imperials held
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their ground. The fusillade of las-fire aimed towards
Gragnatz's mob was becoming too intense to ignore.
Occasionally one of the greenskins dropped, felled by a
clean head shot. Enough is enough, thought Gragnatz,
It's killing time.

Throwing back his head, the Ork Warboss bellowed his
warcry at the top of his lungs. A great 'Waaagh l ' went
up from the Ork horde, drowning out all but the crack­
boom of the Imperial artillery. The roars of the
greenskin horde seemed to intensify as Gragnatz's pet
Weirdboy joined in, magnifying the noise threefold
until the very valley itself seemed to shake with
elemental rage. With majesterial slowness, a hundred
thousand tonnes of snow sloughed away from the
upper reaches of the pass ahead, silencing the Imperial
artillery beneath.

Gragnatz lowered his horned helmet and charged,
closing the last few metres with the human battleline at
a headlong sprint. The sheer force of the giant Ork's
charge bowled over the Imperial Guardsmen arrayed to
stop him. Sharp bayonets punched into his belly and
neck, which just made Gragnatz even angrier. The
Warboss swung his great chain-axe in wide,
decapitating arcs, kicking out with his steel-capped
boots at any who got inside his reach. Behind him the
Boyz were also getting stuck in. Spittle, blood and ice
water filled the air as the Orks tore apart their prey in a
berserk frenzy.

--
Without warning, the thunder of iron-shod hooves
announced the Imperial cavalry's counter-charge from
their hiding place behind an icy escarpment. A well­
aimed las-round caught Gragnatz in the chest, and he
tossed the human soldier he had been pounding into
the ice to one side, squaring up against the new threat.
Ahead, a fur-clad rider was charging straight at him
with a long, explosive-tipped lance lowered.

Gragnatz dropped, uppercutting the human's mount
with such force that both rider and beast collapsed
onto the ice in a tangle of limbs and entrails. Gragnatz
hauled the beast up by its reins and swung it bodily
into the line of Guardsmen charging him, jumping over
the horse's flailing limbs to plough into the rest of the
startled humans. The Guardsmen fell back in disarray,
caught off guard by the sudden violence of the Ork
Warboss's attack

'Stand and fight, ya runts!' screamed Gragnatz, his
chain-axe rising and falling in gory arcs, 'I got plenty
for the lot of ya I'





THE TYRANIDS
The Great Devourer, the Star-Swarms, the Hive Mind Incarnate.

Beyond the range of human spacecraft and the most
stndent astrotelepathy lies the unspeakable cold of the
Itltefgalaaic VOId. It is the great barner that divides
galaxy from galaxy, a place where vistas of time and
space conspire to hold the stars apart with
lOCoocelVable distances.

Yet the void IS not empty. An immeasurably ancient and
Implacable Intelhgence moves through the darkness, its
many eyes fjxed on a galaxy rich in life. The Great
Devourer drifts between the stars, hungering for the
warm flesh of alt who lie before it This great organism,
this monstrous entity, men know as the Tyranid race.

THE GREAT DEVOURER
The Tyranids are the most alien of {aces to infest
Imperial space, fOf they come from the void itself.
Their Chitlnoos blO-shlps drift from star system to star
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system in brooding silence. Behind the Hive Fleets lie
the barren husks of a dozen galaxies already
consumed. Once the remorselessly hungry shoals of
blO-Shlps detect the presence of a prey world, they
begin to teem WIth life, closing upon thelr target like a
set of Impossibly large Jaws. There can be no escape
from their fatal embrace. For this reason the Tyranlds
are known as the Great Devourer.

THE HIVE MIND
The Tyranid race is highly psychic, linked by a dread
sentience known as the Hive Mind. On the battlefield.
the leader-beasts of the Tyranid swarm channel the
Hive Mind's raw psychic power, strengthening the lesser
Tyranid organisms and sapping their prey's will to fight.
It is the Hive Mind that gUides the invading Tyranid
armies, nightmarish tides of many-limbed horrors that
have evolved purely to kill. Every organism in the



The final horror of a Tyranid invasion is only realised
once the planet's defenders have been overrun. The
lifeforms of the prey world are harvested by billions of
feeder organisms. rendered down into a thick genetic
gruel and channelled back to the bio-ships. The planet's
entire biomass IS then used to create even more
advanced TyraOld organisms. In thIS way the TyraOlds
constantly evolve and replenish thelr innumerable
hordes. Unrelenting and all but unstoppable, the
Tyranld race represents the eventual doom of every
other species that inhabits the galaxy.

INVASION
Once the prey world has been prepared for
consumption the Tyranid assault begIns In earnest.
Gigantic hunks of gristle and cartilage known as
mycetlc spores plummet through the skies like a living
hailstorm, splitting open to reveal broods of ferocious
weapon·beasts. Swarm after swarm of chittering
scythe--limbed aliens flow together into a living tide,
falling upon the enemy defences in an avalanche of
unremitting vIOlence guided by the immortal Hive
Mind. Each brood has evolved the ideal tools to
butcher their prey, from dlamond·hard talons to
weapon-symblOtes that SPit acid Of burrowing feeder­
beasts. Roaring ahen behemoths balter against the
enemy defences, breaking down fortifications so their
brethren can slaughter any prey inside.

swarm is a separate Tyranid. from the microscopIC
spores that choke the planet's air to the symbiotIc gu~
beasts used by the larger warnor organisms. Regardless
of size or fundlon they are united as one by the Hive
Mind's hunger to subjugate and devour. Though the
individual beasts can be killed. the Hive Mind is
immortal, for it exists outside of space.

The Hive Fleets devour worlds just as a human might
consume a meat·beast. The process is swift and grisly.
At first. the Tyranid presence consists of feeder·probes
whose role it is to deted centres of biomass. Should
the world be nch in prey, these assassin--scouts will
send psychiC SIgnals Into space. Slowly, a tendril of the
HIVe Fleet will advance, its billions of component
entities hyperadive with an alien hunger that will not
be denied.

THE SHADOW IN THE WARP
Each Hive Fleet has a smothenng psychic signature
known to Imperial Astropaths as the Shadow in the
Warp. It is as If the darkness of the void has been made
locarnate, bleeding into the ConSCiOUSnesS of all who
lie before it and causing even the strongest mInds to
unravel with despair. Worst of all, the Shadow in the
Warp is capable of blolling out even the sacred guiding
light of the Emperor himself; the Astronomican. Thus
do the Hive Fleets isolate and destroy all in their path.
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THE DEVOURER OF WORLDS
WherI a Tyranid Invasion begins In earnest they attack in great waves, each more terrible than the last. Though these
may seem like discrete armies unto themselves they usually bleed Into each other In a great mass of killing machines
that falls upon the foe in a stabbing, tearing frenzy.
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"There is a cancer eating at the Imperium. We have gIven the horror

a name to salve our fears: we call it the Tyranid race.

If it is aware of us at all it must know us only as Prey."

Inquisitor Cz~v~k

Terror Tactia
The main Tyranid swarms are preceded by fkx:ks of
Gargoyles that WOfk in conjunction with the Tyramd
vanguard organisms. conalllng the planet's defenders and
sowing paniC and d'$(ord ,n the" wake. When the full
horror of the swarm is rtNealed, many slrKken souls
despair completely and lose lheir sanity on the spot.
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Tyranid Warrior
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Death of a World
When every last trace of biomass has been devoured and drawn from the prey WOfld
Into the Hrve Fleets. the Tyranids will wnhdraw. leaVing IlOlhing but barren eanh.
\WI51ed spores and ru.ned rockcrete In the" wake.
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THE TAU
Children of the Greater Good, Vibrant Upstarts, Sparks of Life in a Dying Galaxy.

The aliens known as the Tau Inhabit an area of space
near the eastern fringe of the galaxy. A dynamic and
inquisitive race. the Tau utilise highly advanced
technology in all fields, from medicine to warfare.
Though less than two thousand years old. this fledgling
empire is rapidly expanding into space and
encountering the elder races of the galaxy.

The Imperium'S explorators encountered the Tau just
pnor to the Age of Apostasy, finding a race little more
than savannah-roaming primitives and Cl world ripe for
cleansing and colonisation. Yet. the Imperiurn's seeding
ships were all 10$1 upon arrIVal in the regIon, the dense
duster boiling WIth tumultuous energies. These storms
raged for long millennia. the Tau undergoing drastic
change all the while. When the S{Ofms subsided. the
Tau had evolved beyood recognrtlOll. Within centunes,
Cl newborn EmpIre was expanding across the stars.
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Tau civilisation is based upon a rigid system of castes.
each forming a distinct sub-species within the race.
Each relates to one of the four elements of nature ­
fire, water, air and earth - and each dictates a Tau's
particular role within society, be it warrior, bureaucrat,
pilot or worker. The members of the Ethereal Caste
bind the other castes together; the inviolate commands
of the Council of the Highest guidmg the entire empire

The Tau Empire is underpinned by the COflCept that the
individual must set aSide personal desires and work for
the Greater Good. Most Tau are short lived compared
to other races. with a lifespan of around forty years
being the norm. It has been noted however that key
individuals have attained greater age. as if their
Iifespans were linked to the manifest destiny of the
race Itself. It may be saId that the Tau's boundless
energy IS the direct result of such a short Irfespan. as if



of battlesuit, piloted more than worn by the most
experienced Fire Warriors. Tau battlesuits range from
the lightweight Stealth Suits. each of which contains a
powerful stealth field generator, to the awesome XV-BB
Broadside suits. each carrying a pair of mighty rail guns.
The mainstay battJesuit is. however, the xv-a 'Crisis'
suit. a highly versatile system capable of being fitted
with a wide variety of weapons and support
equipment. Crisis suits can be configured to engage
any foe. from massed hordes of Tyranids to lumbering
armoured vehicles.

THE EMPIRE
Unlike many alien races. the Tau are not overtly hostile.
though thelr armies WIll fight fiercely to protect those
terntones claimed. The sheer dynamISm of the race is
pushing the empire further Into occupied areas of the
galaxy and thIS has InevJtably brought conflict with
both humans and other races. As the Tau Empire
expands outwards. new and PrevlOU~ unkOO'Nfl races
are inevitably encountered. and 10 each an offer of
allegiance is made. There are many aggressive. arrogant
and selfish races In the galaxy. and first contact often,
sadly, results In nothing more than another bloody war.
There are other races. however. who readily accept the
message of the Greater Good. The Carnivore Kindreds
of the mercenary Kroot frequently fight alongSide Fire
Warriors. as do the Stlogwings of the insectoid Vespid.
The warriors of many such races have found a place in
the Tau military. fighting with honour and skill beside
the warriors of the Fire Caste.

The basic military unit used by the Tau IS the cadre. a
combined arms force able to face enemies several times
its numerical superlOf". But the Tau style of warfare
bears little resemblance to that of any other army. for
each cadre is a supremely flexible force. Its members
able to change roles and equipment as the situation
dictates. Each cadre maintains a large stock of vehicles.
weapons and other equipment. meaning it can be
fielded In greatly varying roles. from covert infiltration
to armoured breakthrough.

THE TAU AT WAR
Tau military doctrine dictates a highly mobile style of
warfare. in which overwhelming fire supenority is
brought to bear where and when it is most effective.

It IS the Fire Warriors of the Fire Caste that prOVIde the
fighting strength of the Tau military. These stoic
individuals are exceptionally well disciplined and well­
versed in the use of sophisticated battlefield weapons
systems. Foremost amongst these are the various types

the race were compelled to expand and drive onwards
in ever wider phases of advancement. to achieve the
greatest amount possible in the comparatively short
time allotted. The Tau mature quickly; infirmity comes
suddenly. and death SOQ(l after. so that none linger
overlong at the end of a life fully lived. The fruits of a
Tau's labour will be known only to the next generation.
To burn brightly. yet briefly. IS the purest essence of the
Greater Good.

THE MANTLE OF THE HERO
Each Tau battlesuit carries a number of weapons
systems. dependent upon its role and class. Lighter suits.
such as the XV-17 and XV-26. sacrifice firepower for
speed or agility while heavy fire support models. such as
the Broadside. are ponderous. yet carry weapon systems
equivalent to those of a tank.

In addition to its weapons and armour, a battlesuit may
carry an array of support systems. Some, such as shield
generators, drone controllers and target locks. are
common to all variants. Others. such as the ablative
'integrated interface armour' fitted to the space-going
XV-86 are unique to the role in which the suit is
mtended to function.

The pilot of a bartlesu;t is protected by armour made
from dense, nanocrysralline strvctured merals. In
durability. such materials exceed the armour of many
other races. and are ohen many rimes lighter. Each
model of battlesuit is a perfect baldnce between
offenswe capability, armoured protection. speed. agility
and utility. It is therefore little wonder only the most
sblJed of Fire Warrioo: are promoted to the rank of
barrJesuit pilot. to wage war from the~ leading edge
of the Wa~ of Expansion.
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THE CYTHERIAN ANNEXATION
In the Tau Emplre's Third Sphere Expansion. an
expeditionary force was assembled and dispatched
from the Bark'an sept, tasked with the annexation and
colonisation of the world of Cytheria. Expecting stiff
resistance. the force was amply supplied for a hard­
fought and taxing campaign.

An outlying Imperial world. Cytheria's rugged dry plains
were interspersed by dense alien jungle. Although
sparsely populated, the planet was home to a valuable
Adeptus Me<hanicus research facility. As a result,
Cytheria's defences were reinforced by seven regiments
of the Cataehan Imperial Guard; three standard
Infantry. two veteran light infantry, and two armoured.

The Taus landing Sites were cleared by Stealth Teams
and spearheaded by Banlesuits. DespIte Initial success,
the operation took heavy casualties. Phase two was the
eradication of enemy armour, which was highlighted by
the destruction of the entire Catachan 97th Armoured
Regiment by Tau Hammerhead 'Elimination Groups' on
the third day of the invasion. As the Tau gained the
upper hand, the Catachans withdrew to the jungles for
a protracted guerrilla war, In the third phase of the
campaign the Fire Warriors quickly found themselves
outclassed in the dense terrain. sensing a loss of
momentum, Tau Ethereals redirected the attack to the
Herzen Ridge research and commUnicatIOnS zone,
ultimately fOfong the Catachans to gIVe battle.

'Brightwind' configuration
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Berbn Fire Warrior
Upland Jungle Suppression
Cadre Specialised c.cunouflage
T8ms f9long &'I ~ up/¥Id
pngIes lJtiIMd a r«J umoofIage
scheme~te to ~.."
m and amed puM cartwJes.

Bortan Fire Warrior
Planetary Assault Cadre
Desert camouflage
Fin! WoJmotJ fighMg &'l the pew borP
srand«Tf dI5ert~ IIWJ
amed the long~ pulse nfItt '"
PlefeJetrce ro the",.~

leading the Fire (aste's assault Ofl Cythena
was Commander Ala'fra ('Cold ShadoW).
HaVIng only recently completed hIs fourth
Trial by Fire. Alc'rra had much to prove. It
was dunng (he fourth and final assault on
Herzen Ridge that Ala'rra earned his place in
the histories of the Fire Caste of Bar'kan.

COMMANDER ALO'RRA

The Commander led the fronlal assault that
overran the Catachan headquarters and then
held the position against desperate, but
ultimately futile counterattacks.

Fal'shia Fire Warrior
Strategic Reserve Cadre
Desert camouflage
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IMPERIUM FORCES ON CYTHERIA
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The Herzen Ridge battles
broke the last organised
Imperial defence and
afterwards Cytheria
became largely pacified.
Transport of materials
and personnel for
colonisation is now well
underway, and on
schedule for the
el<pansion of the Empire.

SCattered remnants of
the Catachan forces still
mount sporadic guerrilla
attacks on vulnerable
targets, in the hope of
eventual reinforcements.
Hovvever. regular hunter
patrols scour the jungles
for these misgUided
humans who stubbornly
resist the Greater Good.

DARK MILLENNIUM: The Tau 173



DARKELDAR
The Lost, Shadows of Slaughter, Nightstalkers.

A shadowy terror prowls the chill darkness between the
stars. None can predict their attacks and few survive
them. The Dark Eldar are expert at locating the
vulnerable and the weak, and their devastating raids
steal away entire generations and leave worlds
devastated beyond recovery These bloodthirsty corsairs
care nothing for territorial gain or strategic positioning;
their pirate fleets exist purely to bring slaughter and
misery, stealing what they can and enslaving any being
they encounter.

The Dark Eldar arose back in the distant reaches of
time, during the cataclysm of the Fall that all but
destroyed the Eldar race. Possessed of the worst traits
of selfishness and immorality, Dark Eldar are an
embodiment of the debauchery and excess that laid
low the once great Eldar race.
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In the Dark Eldar exists the need to torture, maim and
humiliate all other creatures. There is no pleasure other
than that which is at the expense of others. There is no
goal for the Dark Eldar that is not accomplished
without pain and suffering for their prey. Grief and
bloodshed are ends in their own right for the evil
pirates of Commorragh.

PIRATICAL RAIDS
To survive the Fall, the Dark Eldar fled material space
into the webway; a labyrinthine network of Warp
tunnels that exists neither within realspace nor within
the Warp. The Dark Eldar use the webway to move
unseen across the galaxy, travelling where no fleet, no
patrol. no listening stations can detect them. With
warships appearing suddenly in low orbit and warriors
emerging directly from the webway onto the surface of



their target world, the Dark Eldar strike with absolute
surprise. As well as raiding worlds, the Dark Eldar prey
upon ships and convoys in the depths of space, and
have even been known to strike at vessels lying under
the watchful guns of a dockyard. The speed and
viciousness of a Dark Eldar raid swiftly overwtJelms any
hasty defence and eludes any counter-attack. The Dark
Eldar take what they want, slaying and slavlng in a
VIcious whirlwind, before disappeanng as qUickly as
they arrive, leaVIng nothmg In their wake but ravaged
corpses and mourning familIeS.

AN ALLIANCE OF DEATH
Dark Eldar society has gJVefl rISe to all manner of
warriors and strange weapons of war. Most Dark Eldar
Warriors WIeld the terrifying splinter rifle, whICh shreds
skin and flesh WIth a hail of razor-sharp barbs. Others
wield weapons of arcane power, born of an ancient
and twisted hentage. AlongSIde these warriors battle
the Wyches, raIsed as stunningly skilled gladiatorlc11
fighters In the arenas of death. For power and prestige,
the callous and insane Haemonculi concoct exotIC
combat drugs and lead squads of twisted, altered
creatures created In hellish laboratories.

The principle vehicle of the Dark Eldar IS the Raider; a
swift antl.grav skiff that cames a force of ruthless killers
into the heart of the enemy. Ravager anti-gray tanks
bristling with weaponry support the Raiders, along with

lightning-fast Reaver Jetbikes and howling Hellions
riding aboard soaring skyboards. With precision strikes,
the Dark Eldar slay commanders, cut off reinforcements
and isolate their quarry.

TERROR AND POWER
It IS a constant fight for survrval and power that drives
the Dark Eldar to their depraved acts. Hidden In the
depths of the webway lies the CIty of Commorragh,
where most of the Dark Eldar make their lair. Here, and
in scattered enclaves throughout the webway, the Dark
Eldar try to outdo each other In pav.ler, wealth and
ruthlessness. Only absolute power guarantees absolute
survival, so Dark Eldar band together Into organisations
known as Kabals.

Many Kabals are simply a captain and his crew, or one
of the violent street gangs that terrorise the docks of
Commorragh where the fleets arrIVe. Some Kabals,
howiNer, are powerful indeed. Through war,
intimidation and alliance, the Greater Kabals have
influence that stretches Into f!oIery aspect of Dark Eldar
society. The largest Kabals extort taxes from the pirate
fleets, sponsor Wych Cults and bargain WIth strange
creatures such as the Sinister, cannibalistIC Mandrakes
and the winged mercenaries of the Scourge Eyries. For
the Dark Eldar, there is one SImple tenet:

The strong survIVe; the weak perish.
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NECRONS
Eternal warriors, Sou less Echoes of Hatred, the Inevitable Ones.

The Necrons are anoent beyond imagining. long have
they slept in stasis, hidden beneath the surface of silent
tomb wands, their alien coosciousnesses transferred
from weak and brittle flesh and preserved agaInst the
ravages of time WIthin Immortal mechanical bodies. So
long and deep did the Necrons sleep that for centunes
the Explorators of the Impenum thought the civihsatJon
extinct, a colossal star-spanning empire brought to dust
by the weight of aeons.

Of those Necron tombs that survrved. some have been
damaged by tectonic shifts, plundered by younger races
or suffered catastrophic failures of their stasis systems.
Most of those that remain are cut off from one
another. for the ancient relays that allowed Necron
worlds to communicate across the vast gulf of space
have been destroyed or cannibalised by other races.
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Now the Necrons have awakened from slumber to find
the galaxy greatly changed and degenerate life forms
squatting amidst the ruins of their empire. They do not
like what they see.

Necrons are skeletal parodIeS of the livlng. wrth
preservatIVe flUids oozing from mechanICal JOInts and
baleful emerald wychfires blaZing In lifeless eyes.
Although Neaoos can differ according to rank and
functIOn. all have sophisticated auto-repair systems
coursing through their exoskeletoos. allowing recovery
from all but the most crippling of damage. Should
irreparable damage occur, the Necron 'phases out'.
Body and consciousness are teleported to the nearest
tomb complex, where they remain In storage until such
time as repairs can be effected or a new form can be
forged. Such seeming inviolability is not without its



limitations, and each act of transference exacerbates
any weaknesses in the Necron's engrams. A Necron
that has 'died' several hundred times will often be little
more than a shambling automaton, with no memory of
the creature It once was. Such Necrons have no free
will. Hard-wired programming drives their instincts and
their only goals are those set by Necron Lords.

The Necron Lords are the dnving force behind the
awakening. Of as high a rank In death as they were in
life, the Necron Lords benefit from more sophisticated
artificial bodies and stasis tombs than their vassals,
allowing them to sleep through the millennia
unplagued by the slow decay that has taken a terrible
toll from others of their kind. As a result, Necron lords
retain the personality and memory denied to their
minions. Even so, not all have survived the great sleep
unscathed. Filled with bitter resentfulness of other life,
some Necron lords lead their minions on bloody
harvests, murdering millions in an attempt to quench
their rage. Others have been driven utterly insane by
the weight of aeons. Believing themselves to be the
reincarnatIons of ancient gods, these Necron lords
have theIr consciousnesses grafted Into ever newer and
more grandiose forms as they embark on campaigns of
conquest and destruction.

A tomb world restored to full operation will have many
hundreds of Necron lords, each dedicated to a
partkular role. Some are builders and shapers,
responsible for the endless swarms of Tomb Spyders

and scarabs that maintain the tomb complex.
Others are programmed to unearth and awaken buried
starships, defend the tomb world from Interlopers or
scour nearby planets for mineral resources. If the tomb
complex has been damaged, and many Necron lords
lost to stasis failure, the resultmg imbalance will shift
the behaviour of the entire tomb. There are worlds in
the Impenum that suffer Necron raIds at precisely
regular Intervals, simply because the function of the
ranking Tomb lord is to gather resources. That the
lord's followers are always Wiped out in the pursuit of
this goal doesn't matter. As soon as the tomb creates
new bodies for the fallen, the attacks begin again. On
some worlds this has given rise to myth, on others It is
simply welcomed as part of a military training cycle so
regular that chronometers can be set to it.

Necrons often strike without warning, issuing forth
from tombs hidden far beneath a planet's surface or
leleporting directly 10 Iheir target. They are implacable
foes, remorseless in advance and practically impervious
10 enemy fire. Conventional defence lines and bastions
are almost useless before a Necron onslaught. Flawless
command of ancient technology allows the machine
warnors to phase through the most heavily defended
obstacles, or to tear fortress and flesh asunder WIth
gauss cannon and partM:le whip. Glittering phalanxes of
Necron Warriors and eldritch machine constructs stalk
silently through the ruins, unfeeling harbingers of death
that leave nothing but blackened corpses and scorched
rubble in their wake.
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THE
WARHAMMER
40.000 HOBBY

This sectIOn of the book showcases the full glory of collecting and
painting armies of Citadel miniatures, and playing out hard-fought
battles on amazing terrain. First there is an extensive gallery of
beautifully painted models from every army. followed by some basic tips
and advice to help beginners get started. We look at how to set up your
battlefield uSIng readily available scenery pieces as well as expert.
purpose-built tables. You will find cl multitude of ideas to add even more
variatIon to your games, such as Inventing your own missions and
including an exciting campaign that allows the result of one battle to
have an effect on the next in an ongoing story At every stage, the
section is illustrated with players' armies, as well as models painted by
the world famous 'Ea,"" Metal team.

There is no peace amongst the stars.

only an eternity of carnage and slaughter

and the laughter of thirsting gods.



COLLECTING. PAINTING
AND PLAYING BATTLES
Warhammer 40,000 is more than just a tabletop wargame. It is a completely self­
contained hobby, with a vast community of players the world over. All gain
something different from their pastime, whether it is playing, collecting, painting,
terrain building or any combination of the limitless possibilities on offer.

ThIS section of the book is all about prOVIding a glimpse
into the expeneoce of Warhammer 40,000. Whether
you are a relative begInner or a seasoned veteran, you
will find a nch seam of inspiratIOn WIthin these pages.
There is plenty of advice. tiPS and techniques for
collecting. paintmg, modelling and gaming. In each
case, we'll prOVide an overview of the subject, followed
by actual examples of the 'theory put Into practice'.
So varied and wide in scope is the subject of the
Warhammer 40,000 hobby that we have broken this
section down into a number of topics.

The liJrge Orl: army bears rhe
bI«k MId white miNkings 01
the Goff dan - a group that is
considered brutal and bloody­
mInded e'\o'M by Oft srandMds.
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SHOWCASES
An array of Cltade! mIniatures from the different armies
In the Warhammer 40,000 universe are .shown here in
all their glory.

COLLECTING AN ARMY
This se<:tion provides advice on putting together your
forces, with three players' armies that have been
chosen for very different reasons.

71Hs battlefiekJ featuleS
aiU~ hills. ruInS and trees ­
prc1'Iiding Vlfal ClM'f for the
bawmg WdrJ"icn
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PAINTING
Here you will get an idea of the different things to
consider when painting your own army - from the
individual models 10 the look of the fOfCe as a whole.
Induded are Ideas on inventing your own colour
schemes as well as information on established uniforms
and heraldry. You will also find more beautifully painted
example armies.

BATILEFIELDS
The next sectIOn focuses on creatlng a tabletop
battlefteld on which to play your games. A range of
examples are shown, from set-ups using terrain readily
available in Games Workshop hobby centres and
independent stod::rsts, all the way to scenery made
entIrely from scratch.

BATILE REPORT
This section describes a real game of Warhammer
40,000, covenng how the players chose their armies,
their battle plans and tactics, as well as what they
learnt and Intend to do differently next wne!

LINKING YOUR BATTLES
It is a lot of fun to fight out a series of battles, creating
an ongoing war, or campaign. We have provided a
simple campaign that you can play through, linking the
different standard missions together.

INVENTING YOUR OWN MISSIONS
Some gamers enpy coming up With their own
missions, representing anything from ambushes to last
stands. We've come up WIth a range of examples you
can take inspiration from or use as presented.

EXPANSIONS TO THE GAME
In this section we take a Ioolc at the Clnes of Death and
Apocalypse expanSIon books. both of which allow you
to play your games In new and exciting ways.

AND...
We fimsh the section WIth infOf"matlOO about the
Warhammer 40,000 community and all the vanous
ways of getting Involved.

These armies are playing
our an Annihilation
sranddrd mission. using rhe
PItched Battle deployment.

ThE' Space Marines are one
of W most tiKtJcdfJy flexibk
.JtmIeS available - equafJy
strong in attack. Of' defence.
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SPACE MARINES

SpiKe MJnne squads are
led by 5etgNnts.

Space Marines go into battle protected by power armour and armed 'Nith boItguns. Captam with
thunder hammer.

Assaulr MarInes useJUmp
packs to dose quICkly with

the enemy.

Bearer of the UlrfiJfTldrines
Chapter Standard.

Dreadnoughts df[' massive. armoured fighting
machines capable of ripping apart enemy tanks.

Chaplain WIth Jump pack.
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The heaviest armour a Space Marine can wear is known as
Tactical Dreadnought armour. or 7erminator' armour.

Mameus (algar.
Chapter Master of the Ultramarines.

Techmarines tend ro the machine spirits
of rhe Chaprer's vehicles.

Chaplain in Terminator armour. The Angels of Death descend 'rom the sky into the midst 0' the enemy.
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The siroster Space Mannes of the Dark Angels Chapter pursue their foes without mM)' Dark Angels lleteran.

Dark Angels Captain.

Dark Angels Temllnaror /Jbrarian.
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The 'st Company of the Dark Angels IS known as the DNrhlMng

The Dark Angels Ravernoiing hunts down enemies of the Chapter.



Brother Corbulo,
sanguinary High Prie5f

The Blood Angels Chapter is known across the Im~;um
for its aggressive tactics in bartle.

•

Commander Dante,
LOld of the

Blood Angels.

The Baal Predator is named after the Blood Angels' home world.

The Space Wolves Chapter is organised into Great Companies, each led by a Wolf Lord. Space WOlves Rune Priest.
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The 8I.Kk Templaf5 atrack the enemies of rhe Impefium
from spaCe-gDIng crusade fleet!>.

High Marshal Helbrecht. Chaplain Grimaldus.

Space Marines of the Ultramarines Chapter defend an Imperial edifICe.
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Devastator of the
Mentor Legion.

Crimson Fists
Assault Marine.

Hawk Lords Tactical Marine.

White Scars Sergeant.

The Imperial Fists Chapter
is steeped in glory.

Angels of Sanguinius Veteran.

Salamanders Assault Mar;ne
with flamer.

A White Consuls combat squad.

Brazen CIaW5 Sergeant.

Captain Shrike
of the Raven Guard.

Doom Eagles Assault Marine Blood Ravens Space Marine
with an auspex scanner.

Iron Hands Sergeant, with
bionic implants.
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THE IMPERIAL GUARD

Catachan Jungle Fighters are tough and resourceful warriors.

Ursarl:ar E, Creed,

Lord CdSr~/.an of cadia.
Car«har! 5etyednr.

Cadian Shock Troops are renowned for their discipline
and valour in banle,

Comml!i5iJf Yamck ­

saviour of Hades Hive.

Cadian hedvy~ team WIth mortar.

A Vostroyan offker and his command squad. Each ream con5ists of two men - a gunner and a loader:
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Valha/Ian Ice WdfflOf

Techpnest Engmseer.

Monfoo Iron Gwrd.

0g1)'flS" use the fearsome npper gun,
which doubles as a sturdy club.

sentinel walkers act as scouts,.
harrying the enemy'S flanks.

A CMJian IflfantTy squad advances alongside a leman Russ. the mamstay battle rank of the ImpenaI Guard.
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FORCES OF
THE IMPERIUM

The zealous Barde Slsters of the Adepta Sorontas form the armies of the Holy Ecdesiarchy of Ten'if.

Saint Ce!esrlfle
- The living Saint.

A Canoness Ie<KJs
each convent.

The seraphim are the most
devoor of the Soronras.

Impenal Navy piIor.

inquisitor of the
Ordo Hereticus.

The /nqu(SItIOn rooa- our
enemIl'S of the Imperium
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Inquisltor Lord Coteaz of
the Ordo Malleus.

Death Cult Assassin.

Grey Knights Brother-Captain Stern.

_.
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Callidus Assassin.Eversor Assassin.

Pefl/tent Engine.

Vindicare Assassin.

The Grey Knights purge the daemonic with nemesis force I".'eapon and incinerator.



CHAOS SPACE MARINES

An Aspiring Sorcerer leads a sqUdd of Thousand Sons. Rap/or of the
Blood Disciples,

Icon bearers summon
daemonic allies.

The (ate of many champiotls is to become
a gibbenng. mutated Chaos Sp.Mn

Obliter.Jtoo can morph
diffeteflt M€'aporlS.
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0Ja0s Lord wrrh lightnmg claws. The most dedicated SE'f\'cJnts of 0Ja0s we.Jf Wits of tainted Termmatof anrJOlJf.

Black Legion
Aspiring Champion.

Deathmongers

Chaos Space Marine.
Renegade from

Hakanor's Reavers.
Possessed of

the Red Corsairs.

Defilers are Infernal war machtrles powered by the essence' of a DiIemon from the warp.
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CHAOS DAEMONS

Pink Horror -
Lesser Daemon of TzeenlCh.

Daemonerre chiJmptOn.

Plaguebedrer ­
Lesser Daemon of Nurgle

Flamer of Tzeenrch.

Daemonetfe ­
Lesser Daemon of 5Jaanesh,

BloodIetter champion

B/oodletter ­
Lesser Daemon of Khome

Fiend of SJaanesh.
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Bloodcrusher of Khome.



Beasts of Nurgk smother rhetr I'icrJms ItI COl7OSNt' shme Lord of Change - Greater Daemon of Tzeentch.

Epidemius keeps a tally of the many splendid
diseases of Nurgle. and their unfortunate vicrims.

A daemonic Soul Grinder strides ro war alongside
CMemonetres and Bloodierters.
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Dire AIIetlgef
AspecT Waffiot;

THE ELDAR

Striking SCorpion Aspect Warriots stalk their prey through
the shadows.

Fire Dragon
Aspect Warnoc

Dark Rea~
Aspect Warrior.

Aurarchs lead the Eldar forr.es in bartJe Fa~ 'JaY the paths of fare. Eldrad Ulthuan ­
Farseer ofUh~Craftworld.
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Citizens of the Crafrworlds
fight as Guardians

The HarleqUIns are wamCJ(­

dancers of rhe Laughing God.
Warlock with singing spear. Wraithlords are wraithbone constructs animated by the souls

of Iong-dead E/dar heroes.

Jerbikes of the SMm-Hann Craftworld. accompanied 10 battle by a Wave 5etpenr and MO \')open
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ORKS

Ork.s live for war, charging into batrle INirh a variety of brutal and noisy weapons.

Meganob armed WIth komb/-shoora
and power claw

Weirdboys seethe with the power
of the Waaaghl
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An Orl:: Warboss must be large, loud and runmn'.

Big Meks CQfl5lfl/(T all manner of strange wargear. from Iwstom force flek/ generaroo
to shokk allac/( guns.



Piloted by Ork Boyz, Deff Dreads clank forward. armed
with power claws and big shootas.

Boss lagstruk. leader of the Vulcha Squad.

Painboyz patch up
injured Boyz.

Gretchin aff' spiteful but cowardly Greenskins who stick
together in large numbers on the battlefield.

Runrherds keep the
Gretchin in line.

An Ork Trukk races eagerly ro battle, flanked by Warbikes and a Skorcha.
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THE TAU EMPIRE

Pathfinder WIth rail rifle. Fire Wd/fJOI'J, equipped WIth advanced weapons and armour, fotm the bulk of Tau armies.

The Ethefeals insptre unquesllOrnng deliolioo Ifl the Tau. ErhereaJ WIth honour blade. XV2S Stealrhsuir.

The warlike Commander Farsight.
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Coml1liJOOer Shadowsun, leader of the
TtHrd PhiIse Expansion.

XV8 Crisis Bartlesuit.



vespid Sfingwing. Kroot Hound.

Kroot Carnivore.

The Tau Empire includes other
alien races, such as the Kroot.

"-

Fire Warriol"i disembark from their Devilfish transport.

Sniper Drone Teom and Fire Warrior.

Piranha light skimmer. Kroorox Rider.

WARHAMMER 40,000: The Tau Empire 207



TYRANIDS

Termagants are agile and bear
gruesome symbiotic KeapotlS.

Honnagaunts i)R' bliStenngly fan.
thelr scythe-li~e daws abk 10 evlSCefate the harcJlf!St of foes.

A HM! Tyrant directs the swatm acrompamed by his Tyrant Guard.
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Tyramd Wattiof.

\



Genestealers infiltrate prey-worlds ahead of the HAle FleetJ.

A Carnifex is a fiving engine
of destruction!

Raveners burst upon the enemy from
beneath the ground.

For many prey. a LidO( is the first and last they will see of a Tyranid invasion. Zoanthrope.
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~RK ELDAR

Dark Eldar Archoo.

Mandrake.

~ are mastM of
gladiaronaf combat

Grotesque.

-

The Dart EIdat are taIdefs. assassins and slaYro: from the
impossible shadow-reaIm of Commorragh,

Incubi - elite bodyguard
to the Archon.

Reawr jerbikes ra«J a Tau OUfpOSL The Tabs IS fuelled by the death spasms of /[5" VICtImS.
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Necron Lord.

NECRONS

Immortals carry heavy gauss weaponry,

Wraiths can shift our of phase to pass_-obt<=
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COLLECTING AN ARMY

0'

CHOOSING YOUR ARMY
Players are drawn to collect their armies for a huge
variety of reasons - as many reasons as there are
gamers, in fact. It could all start With the release of a
new and exciting miniature, the reading of a passage
of background or perhaps a special tactic the army can
perform on the battlefield. Often it's a combination of
elements that draw player and army together.

Miniatures
At the centre of the Warhammer 40,000 hobby are
Citadel miniatures. Many players are drawn to their
army by the sheer character of the mmlatures,
regardless of the playing style, background or any
other conSideration. Each range has ItS own
individual look and feel, whether it's the
technologically advanced Tau or the hordes of
stavering beasts that make up a Tyranid army.

Background
Each army has a wealth of character and background
to inSpire the collector. The Space Mannes are the ehte
defenders of Mankind, while the Orks are barbanc
aliens bent on destructlon and bloodshed Background
material is presented in the 'Codexes', and also appears
in White Dwarf magazine and on the webslte

Gaming
Every army has Its own style of play on the tabletop.
The Eldar are fast and manoeuvrable yet delicate, while
Necrons are slower, but able to absorb huge amounts
of damage. There are many possible combinations of
speed, toughness, close combat ability and firepower,
and there's an army to fit each one,

Many players find themselves particularly SUited to a
speclfic sty\e of play, perhaps enjoymg more success
with a close combat army than with a ranged,
firepower based one.

That certain something
There is one last reason to choose an army over all the
others, best summed up as -just because-. Many
players feel an attraction to a particular army that
transcends the posSibIlities discussed prevaously. There is
often a certain, Indefinable pull exerted on certain
garners by certain armIes, as if the player really was the
generalleadtng hiS army to war.

FIRST STEPS
There are plenty of ways to collect your army. One of
the simplest (and most excitingl) is to collect the
miniatures you are most attracted to first, and then fill
out the other units later. There is nothing like the thrill
of fielding your favourite new model in its first game.

Other people take a very different approach, drawing
up their army list In minute detail. HaVing decided upon
Its compositIOn, they buy the entire army'" one go.

Many players collect their armies In small chunks. That
way, they can purchase a squad set and then assemble
and paint it before moving on to another. Furthermore,
It may help if you concentrate on the most common or
representatIVe troop types in your army. If you were
collecting Space Marines, you might start with the
Tactical Squads before moving on.

There really is no single right way to do things, so go
with whatever suits you best.

Evet)! Warllammer 40, 000 army has its 0\NrI Codex. Each one is me definitive guide ro collecting and fieJding chat ami): induding
!he fuI background, making It an essentJal purchase once )UtI have dwJsen 100r force,
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The ffwd chur¥; MJds ., sorM 8ft! IIIflS lII'Id IdI:fmn.JI
~~ WM!:lj-es lIfId Sbln:h.J lie fasr InOW1!l
....nile !he Big Met Ifld~ Boyz oft Cilpl/lII! of
.,fiicMg~ $'niIge wJfIt thef MtlpOI'tS. 11lls
ch4Jnk ~es thuITTrylllJ 10 I.SOOponts.

ThIs Drk coII«1lOfl~ WIth the warharrvnef 40,(J(}() Ass.wII
on BJ.Kk RNCh t>ox@ds«. TheW~ t"'O Boyz Mobl and a
sqlJ<ldrotl of ~ff/(opf.UCOtl'Io!'",., 350 pomn, ¥w:I;II7IOOf1f to
an HO. /\to Tfl:lC¥)S "fd. Fast ArLKk chi:JIte. Such an.mny IS

rhe pt!'rl«r SIll' 10 1»'£'1 11'1 • shon lime, MId 10 get 10 know
how /he lNlIts~ on the r.tbIerop.
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ULTRAMARINES STRIKE FORCE
Most collections build and develop for a combination of reasons, as demonstrated
here by Matt Hutson's Space Marine Strike Force.

Matt IS an experienced Warhammer 40,000 player.
Space Mannes and Chaos Space Mannes bemg hIS
favounte armIes. When startIng thIS army. he decided
that his goal would be to collect an entire battle
company. But Man wanted to start WIth a balanced
force that was able to take on a variety of foes.

The first units painted were the Captain and the
TactIcal Squads, giving a solid core that could be fielded
straight away. Matt enjoyed applying the bold colours
and distinctive iconography, carefully following the
reference material in the Codex to ensure all the
markings were correct.

The black banding on the shoulder guards fndkares that
Matt'$ fOfCe belongs to the 5th Company of the Ulrramarines,

Mart painted his Dreadnought as a 'reward'
for completing the third of his Tactical SQuads.
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After a few small games, Matt deCIded to add Rhinos
to the Tactical squads. The transports made the squads
Ideal for capturing objectives. Matt also found that a
squad of Space Marines piling out of a Rhino to
unleash close range bolter fire can take care of most
opponents:.

In no time at all, Matt was almost half way to his goal
of collecting an entire company. HIS collection enables
him to field a variety of army types, depending on the
mission and enemy. Turn to page 244 to see 1,500
points: of Matt's army in bottle against the Eldar of his
old adversary, Phil KeUy.



Matt's Predator adds
some mobile heavy
firepower to his force.

The Techmarine keeps
the army's mony

vehicles battle-ready.
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TYRANID ASSAULT SWARM
It was the background that inspired this beautiful Tyranids army. Warhammer
40,000 publications are packed full of such inspiration, so get reading!

Dave Taylor is the sort of hobbylst who likes to collect badc.ground-drrven armIeS. The spark could be provided by a
piece of art, a detail in a story, a passage In a unrt descnptlOn Of any other source from a Codex to a White Dw"arf
artlde. In this case, Dave was inspired by the paragraph below, recounting the attack on the Eldar Craftworld of
Iyanden by the Tyranids of Hrve Fleet Kraken.

The halls and passage'Nays of Iyanden lNefe
soon overrun with the foul Tyranids, the
twin waves engulfing the aaftworld in a
tide ofchittering, screaming death. Battle
was joined in every imaginable arena.
Amongst the treetops of the ancient and
holy Forests of Silence. Swooping Hawks
fought a deadly aerial dance with dark
flocks of bar·W/'nged Gargoyles. Srn'king
5cofpK>ns sliced their way through the
massed Termagants blocking the artenal
passageways. Falcons humed massive
Camifexes as they smashed apart the
beduuful and complex sculpture-bastions of
the Fortress of Tears. On rhe hallowed steps
of the Shrine of Asuryan. DireA~
fooghl close and bloody barries_
seemingly infinite numbers of Hormagauncs.
Bur all fell to the sheer numbers of
artack€fS, their fives sold ar a grear cost ro
rhe Tyranid hordes. tr was nor enough.

Exu.Kr from 'Doom of the EkJaI'

The bases of an the models
hd~ been modeJJed and
painted as the surfiKe of

the craftworld
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The army is led by a fearsome Hive Tyrant - one of its many
Yict,ms lies broken at Its feet.



The Tyranids of Hive Fleet Kraken overwhelm the E!ddr defenders of Craftwotld lyanden.

The GatgoyIes' ffymg bases have been
designed to resemble the wr;JIthbone

treetops of the fcxe.sts of Silence.

Dave has used smaD pl«e5 from vanous EIdM bt5 on
the bases of the Tyr~ to s1IO'N the destruct10n they

have wroughr dunng the Craftworld invasion.
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TAU ATTACK CADRE
This Tau army belongs to accomplished tournament player Paul Scotl. Like many,
Paul chooses his army based upon its tactics and how it performs on the tabletop.

Paul is a big fan of the Tau, and has collected a large
and impressive army. He also enjoys entering
tournaments and leagues. relishing the combined test
of generalship, sportSmanshIp and palntlng. as well as
the chance to meet f"Ie'N garners. When playing in such
events, Paul draws on hIS larger collectJOn of Tau to
field a small, yet highly tuned and flexible force that
has the tools to deal with most of the armies he is
likely to face in a tournament.

1,500 POINTTOURNAMENT ARMY

HQ

Shas'e/~97poms

~~h.5iYr~~arta'$harrJ..tMf!d rrdtJ-

""'"
Shas'e/ Commander. 97 points
~ r#ie. i\a::ln~ ratgemg atJa'j hatr:J.wted fTlitj..

""'"
E1JrFS

Crisis BattJewit Team Leader. fi7 points

f't!!m,J nfle rrmi!.oo:t hatr:J.wted rraJrrtr.r:kJiY.

Crisis Batdeslit TNm Leader. fi7 peWIts
FmnJ ritIe rtissie.oo:t hatr:J.wted~

11lOOPS
FitP Warriots THm: 66pohlts

6 Fi'e \<Vc¥rb's wirh pIoron~

Kroot~ Squad: 100 points
10 Ktoot 5 KJoot Ho.nJs

FASTA1TACK
Pathfinder Team: 1fi7 points
6 Parhfirdn DMfish Wrh ~a'!a)(~

Pathfinder Team: 1fi7 points
6 Parhtrders. DtYJfrsh wirh !aIgethJ~ fTlitj..t!<Kker.

HEAVY SUPPORT
HammettIHd~ 165 poms
Jfa9rl. t.ust carn:7!!; rrUII ttaekEr; em::,.. liJtnchIn

3 Sniper Drone Teams: 240 points
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Paul finds that the Tau army suits his style of play very
well. The key is its manoeuvrability, which Paul uses to
bring his units' formidable, if relatively short ranged,
firepower to bear. By fOCUSIng the attentIOns of several
of his unltS upon isolated enemy squads or vehicles.
Paul's army can devastate an opponent in short order.
Paul says thiS approach works well against most
enemIes, though he does admit that it's the Necrons
that gIve him the most trouble.

Paul's Crisis BartJesuirs
carry a mix of anti­
infantry and anti-tank
weaponry As each of the
foo, BartJesults is a one-­

IY'ICXkI Unit. enetmes can
only rarger one al a rime.

~ K/OOt are great frx holding
important objectives. especially in
v.ooded terrain.

~ Pathfinders use their
'scouts' special rule to threaten
the enemy from Tum 1.



2. Aher firing, the Bartlesults leap back Into
cover, and OUt of range of enemy~Es.

,. Crisis Bart!esuits hall'/! access to a
wide fiJnge of oveaponry, allowing them
to engage both infantry and vehicles.

3. The Kroor assault any SUfVM)fS of the
BanlesU/[S'shootlng. elirfllrJatlng the threot

Tau tactics centre around the combined use of manoewrability and firepower- to overwhelm the foe The abtlity of Cnsis battJesui[S
to leap back mto CCM'f aher firing makes them a tricky foe to get to gn'ps with!
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PAINTING
There's nothing quite like the glorious sight of two painted armies squaring off
against one another for a tabletop battle.

LEARNING TO PAINT
Palnllng miniatures is an enjoyable hobby in Its own
nght and mformatlOfl on painting and different
techniques could fill several bool::s. If you've never
painted before. the best way to get started is to just
get stuck in and give it a try. There is plenty of help to
hand - particularly in White Dwarf magazine and on
the Games Workshop website. If you are lucky enough
to live near a Games Workshop store then stop by­
they will be very happy to grve you Introductory
painting lessons. More extensive advice IS available in
the How to Paint Citadel MIniatures book.

GAINING EXPERIENCE
The best way to get better at painting is to practice.
Even the top painters of the 'Eavy Metal team started
out as beginners. If you're new to painting, or trying
out a r\eIN technique. you might want to start off WIth
some core troops. As your expenence grows, you can
look back with pnde as you achll~ve even better results.
When you feel ready for it, try your best efforts on a
leader, special character, or favourite model.

PAINTING AN ARMY
When you are first learning, pamting a SIngle model at
a tune is best. FOf players trying to amass an entire
army, however, thIS technique will take a long time.
By working 00 a batch of models at a time, you can

Detailed
pamrmg lJps for

....MM and
experts alike can
be found In How
ro Pa,nt Citadel
Miniatures.

greatly speed up your painting. With an assembly line­
style process, you can use one colour to paInt the same
area on a series of models. By the tlme you're ready for
the next stage, the first model In the line will be dry.

Some people want to get an army out on the table
straight away and choose the simplest of paint jobs.
Others spend hours and hours, shading and
hIghlighting each model to create a masterpiece.
Betweerl these two poles there are the rest of us ­
gamers who love to fight battles with model soldiers
and for wnom pamtlng an army is a satisfying and
challenging part of the hobby.
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Space Mannes gM' painters an opportumty to try their hand at heraldIC colours, IIlSlgmas and squad martlogs.

Orks are green, and usually bear dlStmctlVE! clan colours and markJrlgs. These clan
martlngs can be found In a host of places. most often on body armour Of wargear

Tau adapt their colours 10 reflect the
enVIronment they are fighting in.

There are a wide vanety of different Impenal Guard regiments but all bear disllnctlve
militaristiC uniforms and many make use of camouflage.

Necrons are metallic
and monochrome.

Ekiar are distinguIShed either by their Craftworid colours Of by their Aspeet.

Re9oJrdless, all feature bnght. cnsp colours.
Chaos Space Manne Renegades have

disIJrlClM' colours, textures and symboh.
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A FINISHED SQUAD
This squad of Red Corsairs Chaos Space Marines features the colours and
iconography detailed in Codex Chaos Space Marines. The models were painted
as a single batch, starting with the red of the armour.

Metal aredS..,...,.,..,
wash of bI.Jck
mk before being

NghJighled.

The bases haVf' been coated in PVA
glue and then dipped in sand. Once

dry, they~ painted in neutral tooes
to blend 1/1 on different tenain.

In order to set

the """"""ChafTlPlOfl apart
from the rest of
the umt. he has
been .-bIed
using rhe bare
h",d.

The Red Corsair iconography

was painted freehand onto
the shoulder pad.

Each rnirUature was
pnmed with Chaos

Black splay. The red

atNS are Mechnte
Red, highlighted
first WIth Blood Red

and finally with
Blazing Orange.
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A FINISHED ARMY
Here you can see the same squad as part of a larger army. The models all bear the
Red Corsairs' colours, applied in different combinations.

The same palette has been used to paint the black,
red and gold of all of the Chaos Space Man'nes in
the army. as well as the Predator tank. This gives
the army a coherent feel, bur at the same time
isn't as regimented as their Imperial brethren the
Space Marines. Huron Blackhean really stands out,
and the most attention has been lavished upon
this centrepiece model.
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CHAPTERS, REGIMENTS AND CLANS
Warhammer 40,000 is a universe of endless variety, presenting numerous choices
when it comes to deciding how you will paint your army.

~II
Harlequin patterns from
"",ire Dwarf magazme.

Codex Chapters, from the Black
Utxary's Insignium Asranes.

Iconography and banner c/esJgrt5,
from Codex.- Dark Angels

Basillsl< camouflage. from Forge
1M;trld~ Imperial Armour ~umeOne

Plenty of people decide to paint
their new army in the colour that
appeals to them the most, but
others look for an established
scheme to follow or to take
lnsplraoon from. What colours will
your army bear to battle? What
Insignia Wllllts members wear?
What rank markings will make Its
leaders stand out? Such issues are
addressed in the Codexes. and you
will find more information and
inspiration in White Dwarf
magazine, on the Games Workshop
web$lte and In the books of the
Black library and Forge World.

Many faces are divided Into
different groups. The Space Marines
have over Cl thousand different
Chapters, while there are
innumerable Imperial Guard
regiments. This means that there
are many different colours you
could paint your army, depending
on which appeals to you the most.

While some armies use one basic
scheme across all its unIts. WIth
subtle variatIon between squad
types. others are a riot of different
styles. A Chaos Space Manne
force might feature squads
from different Legions, or an Ork
army might gather mobs from
many clans.

INVENTING YOUR OWN
Some players like to invent their own Space Marine
Chapter, Imperial Guard Regiment. Tau Sept World
or Tyranld Hive Fleet. They name their force, devise
their own colour scheme, badge and iconography. and
some even create a background story for their army.

An easily accessible starting point IS a variation on
an estabhshed colout scheme. To use Space Marines
as an example, Successor Chapters bear heraldry
deoved from an existing Chapter. prOVIding fertile
ground for InventIVe painters. The Dark Angels
Chapter for Instance, has dark green as Its main
colour, accented With bone white. black and red.

You could Invent a Successor Chapter of the Dark
Angels that swaps around the main and accent
colours. USing them in different proportions to the
parent chapter.

For those who want to go the whole way and create
their own colour scheme and iconography from
scratch. the sky really is (he limit. The entire Citadel
paint range IS there to be used, and inspiration can
be found throughout Games Workshop's
publications and beyond. Films. books. TV shows
and history all provide nch pICkings for the player
looking to create a truly unique army.
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CUSTOMISING YOUR MINIATURES
Some collectors like to make changes to the models they have bought, to make
their army completely unique. Such personalisation ranges from simply combining
parts from two or more kits, to more ambitious 'scratch-built' projects.

An Ork Nob eqUipped WIth an 'uge
choppa made from metal and plastIC

components, and some pldstJe tubing.

A S,ster of Battle Glnoness, remodelled
with extensiw! use of Green Stuff putty.

This Chaos Space Manne
carries an icon taken
from the Warhammer
Chaos Mdrauder kit.

Using p/dsticard and two
part epoxy putty (sometimes

called 'green stuff') this
Tau BroadSIde has been
dramatically reposed.

This COOVEnlOO was done
by a ChiJos Space Manne

player who wanted hIS
Sorcerer to have a Jump

pack with more of Cl

Chaotic feel to It.

An Ork Deffkopra. scratch-built from spare
components and bits of plastJCard.

This veteran sergeant has a spare head
from the Space Marine Commander set

- a SJmple but effectivecon~
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ALAITOC CRAFTWORLD ELDAR
Some painters like to invest such attention in their army that every model is a
masterpiece. John Shaffer is such a painter, as shown by his stunning Eldar army.

John's decision to pamt an army from the AJaltoc
Craftworld was inspired by the patterned blue armour
the warriors and vehldes bear. Once hl$ ted'Jnlque for
this VIsually striking effect was wor1eed out. John
dev1sed cl system for painting hiS Units in cl production
line, allowing him to paint each unit quickly.

This phi1osophy carried forward to army selection. The
force contains cl lot of large models. whether War
Walkers, Wralthlords Of graY tanks. The pnmary reason
for the Indusian of these models In the army was the
fact that they represented cl chance to apply the
stippled blue patternlng across large areas.
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ExtensM.' corrvetSJM~

has been done to m<lke all
the charactE'f1 Unique.

John has assembled his Wraithlord to give the impression
it is stalking forward, hunting the enemy.
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John achieved the characteristIC
Alaitoc colour scheme by
stippling various shades of blue
onto the surface using a large
brush. Stippling is achieved by
dabbing the brush onto the
miniature. twisting" as you go
for a random. blotchy effect.

Thls Ranger lurks behind
the ctMf" ofa ftlNled waIJ.

John gave hoods and cloaks to one' of his squads of Guardidns
using plastic parts from a Wamammer Wood Elf kit.



SERVANTS OF KHORNE
Every miniature in Andrew Taylor's Chaos Space Marine army has been lavished
with detail, from the daemonic faces painted on each model's armour, to the lava
effect used on the bases.

Andrew Taylor IS ooe of those hobbyists who revels In

every aspect of Warhammer 40,000. He regularly
partiCIpates in Grand Tournaments, and IS well known
for the Quality of the armies he brings along. This army
represents a Chaos Space Marine warband entirely
given over to the worship of the Chaos God Khorne.

It is a great example of a collection that has been
personalised WIthin the established character and
background of the army. The red and bronze of the

god of war is used throughout. as are skulls and
Khornate icons. making it unmistakably an army of the
Blood God. The creativity and Imagination of Its owner
are stamped clearly upon it for all to see.

The most striking element Andrew has used (0 really
make the army hiS own are the leering daemonic faces
apphed to every surface of armour. Although tntrlcate,
the faces were applied In only four stages. They did take
a fair amount of patience and a steady hand though!

Each miniature rn the army has been
assembled in a dynamic pose, cCNered
in g/oWlng runes and daemotllc faces.
while bubbling lava has been modelled
and pamted on the bases.

On this model a piece of charn has
been added to connect the axe to a

wicked looking meat hook

A piece from the Ork Boyz kit has
been used to make the business

end of thIS charn glalve

The power of the Warp lifts this
Berzerker in the air as he IS fXJSS5Sed

byao.emoo

The daemonic faces that
adorn the armour of
Andrew's models are
painted in stages. using
progressively finer lines,
and brighter colours.
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Even as the planet breaks apart the servants of Khorne rampage on in a frenzy of blood·letting,

Warped and mutated by the Daemons inside them, these Possessed are probably the most dangerous unit in the warband.
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BATTLEFIELDS
Throughout the galaxy wars rage across cratered wastelands, seething hive cities,
asteroid mining outposts and deadly alien jungles. Creating a modelled battlefield
will make your games look amazing, as well as adding tactical challenges.

Having a decent amount of terrain will really improve
your Warhammer 40.000 battles. Not just because it
grves your warnors vital cover to shelter in or behind, but
because laYing out the terrain in different wi1'JS means
that f!IIefY battle will be completely different to the last.

Terrain also sets the scene. Instead of moving around a
flat board. your troops are advancing fearlessly through
shattered buildings. They are hacking their way through
dense alien Jungle or launching a gruelling assault
agaInst an Impenetrable enemy defence line.

There is plenty of Citadel terrain available with which
you can build an impresSive battlefield - such as those
pIeces shown here. Many garners also like to build theIr
0W'fl terrain, representlng the vanous war zooes of the
41st Millennium. Some examples of this approach are
shown on the following pages.

Blasted War Zone
The battlefield shown here is a blasted wasteland that
has suffered desperate warfare, With craters from
Ixlmbardments, shattered buildings, blackened trees
and a fortified outpost.

Models on high ground will have a greatly
increased field of view, making these vantage
POInts fiercely contested tactICal positJOflS.

Hills allow entire squads fO hide
safely out of the line ofsight of
~ fire - unless, of COtIt'se,.

me foe has btoughf barrage
~ 10 die barrJe
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Bamcades offer a 4+
aM!( savP fat defenders.

Warrlcro: advancing
through uatoo: win benefir
from the com: oot their
f7lCM'fl'leflt will be sIovved.



RUIned buildings block line ofsigh! and

offer the ptOtect1Ofl of a cover save. Many

/

armies wiN look to place snipers ()( units
bearing hNIo)' weapotl in upper stones.

"klod5 offer covet" bur WIll slow
down the Il'IOVeffleflt of infantry.

\.thicIes lINt suc!I scenetY as
dangerous terrain and risk becoming
immobilised should they dare ro
enter the wooded area.

Ruined Settlement
With the addition of some larger City RUins and a road,
we have created the remains of an Impenal settlement
A battle played across this table will be a close quarter
and bloody affaIr, as short-ranged gunfights and
desperate assaults erupt amidst the rUIns.

Contested Ground
This battlefield has been set up as the crater-strewn
area between two armies. The centre has little terrain
other than the craters themselves, but a competent
commander will make good use of every scrap of cover.

Unexplored Wilderness
ThIs regIon is more distant from the front lines. and so
more trees have been used and the craters left out. The
arcane monolith makes a great centrepiece, while the
crashed shuttle suggests a prevIOUS mission gone
horribly wrong.
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CITADEL TERRAIN
As well as miniature warriors, Citadel produces a wide range of terrain which can
be used on your Warhammer 40,000 tabletop. Many of these versatile kits can be
assembled in a variety of ways, meaning no two set-ups need look alike.

ManufactOfum

"""'"Adnw!Istratum
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Ruins
The City Rutns kits ar€' fully modular, allowing you to
construct a vast range of different structures. Each of
the three kits are entirely interchangeable, so you can
make your own unique structures. Although they need
little more than drybrushing to look great on the table.
each of the CIty Ruins is covered in detail that can be
picked out should you WIsh.

In the game, rums serve to provide cover, to break up
movement and block line of Sight. Using just one on
your tabletop will make your game more dynamic, as
Units seek to take advantage of the cover and height
afforded. Adding two Of three ffiOfe will make for a
very different game, as the large strUctures create
narrQIN fire lanes and deadly killing grounds.

Barricades and Walls
The Barricades and Walls set provides lots of low level
cover behind which troops can shelter.



Arcane Ruins
The Arcane Ruins set makes a great centrepiece on any
tabletop. The ruins could be used as a temple where
the fell powers of Chaos are worshiped. or even as the
remnants of a long-extinct civilisation.

Craters
Craters can occupy a large area of the table surface,
providing cover without blocking lines of sight.

Battlefield Accessories
Crammed full of crates, barrels, tank traps and more,
these items provide extra detail to your battlefield. They
also make great objectives. as shown on page 253.
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THE RUINS OF AROTHA
Annihilated by wars past, the remains of this Imperial city are slowly being
submerged in the drifting sands. Now, conflict rages across the dunes as an
ancient alien race awakens, the slumber of aeons disturbed by a trespassing foe.

Once this desolate moon was a thriving green planet.
To create the impression that the drifting sands are
slowly claiming the ruined remains, each terrain piece
was mounted on a specially built, hardboard base. The
base was built up with polystyrene that was carved to
shape. and then covered in sand. This is a good
example of customising Citadel Terrain pieces to suit
your own needs and tastes.

More sand was added to the upper
stories of the ruins. as if blown there
by the incessant desert winds.

Implacable Necrons rise from the sands to ambush the Eldar trespassers.
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For more terrain m.lking rips, pick

up How to Make Wargames Terrain.



VULCRON MINING FACILITY
Mined to destruction, the planet of Vulcron is cracking apart, the magma beneath
the surface spewing onto the battlefield. The lava channels may prove deadly to
any troops that attempt to cross.

ThIs board IS made from a large sheet of insulation
board (polystyrene also works well for this sort of
prOject). The lava streams have been cut Into the
surface of the board to create a three-dimensional
effect. Fully modelled battlefields such as this look more
realistic. and even allow you to bUild up dramatic
contours in the landscape if you wish,

The rock piles and mining
station buildings can be
moved arooneJ between

games to vary the bartJefiekJ. -------1

The lava (ounts as
both dangerous
terrain and difficult

terrain, making it
incredibly perilous
for troops to cross.

Ulrramarines
and Chaos Space
Mannes clash
amongst the hellish
Idndscape of Vulcron.

Only skimmers and troops equipped
with JUmp packs can cross the IJva

__ .."h,"" "'" \
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FI'RIOS COLONY OUTPOST
As their Empire expands, the Tau quickly colonise newly conquered territory.

These Tau strocrures
could be used as

"""'" '" "'"'"fcxm of advanced

""""'"""'­nodes that link back
to the Tau EmPire.

I

The centrepiece of this terrain set
is the outpost's control centre,
With landing pad and Iong.ranged
commtlfllCarions array

V

The boMd has been modelled
With srepped hi/Is to allow the
placement of miniatures.

A drop-down mesa terrain piece.
made 'rom layered poIysryrene
and painted to match fhe rabk

Fi'rios is similar to the Tau
home world in climate and
terrain type - arid deserts
and savannahs.

The Tau defend their colony
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MAIDEN WORLD KAILITH
Deep within the jungles of Kailith lies a distantly remembered webway portal.

•,

Smaller pieces can be
rearranged 'rom one
game to the ni'xt

Areas ofJUngle made from
plastIC JUngle pldnrs mounted on
hardboard bases.

FORT BORKRULL
Warboss Borkrull gathers Boyz and gear
in his fort, ready to launch his Waaagh!

Orlc barricades, made from scraps o(
pJasricard. sprue and spare parts.

Orks bUild rough strudures from the
scrap of a thousand battlefields. Crude
glyphs adorn their totems and bUildings,
proclaiming the identity of the owner,
the glory of the Orks' gods. and the
unpleasant fate of any who say otherwise.

Warlord Borkrull's stronghold,
with specially made glyphs

declaflng his mightl
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RESEARCH STATION B8400761
Somewhere in the Eastern Fringe, hidden on a barren moon,
the augurs and sensors of this isolated outpost gather
information and watch for signs of invasion.
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A battlefield such as this instantly suggests a variety of
gaming Ideas. from daring raids. to desperate last
stands! On page 270 we have used thiS board as the
basis fOl a speaal misSIon in whIch an Adeptus
MechanlCUS Gefletor must escape from the statIOn
befOle it is overrun by the enemy.

The research station is constructed from varIOUS
Warhammer 40.000 terrain kits and other spare parts.
The base is mounted upon a rock formation. made
from sections of tree bark.

Any attackro assaulting the main
st/lKture from the landing pad can
expect to take hea~ losses as they
dare to cross the open bridge.

The landing pad makes an ideal objective for troops to
fight over.

A lot of the table is open ground. medfIIng any attack~
approaching the reseil1Ch station need to f1I(M' qUKkfy if
they are not to be picked off at range. Models WIthout
rranspolt vehicles will make good use of the Runmng rule.

WARHAMMER 40,000: Research Station 88400761 239



IMPERIAL PALACE
When the shrine world of Arkost was invaded by Chaos Space Marines, the
Imperial palace in the capital city became a rallying point for the defenders.

Within the wreckage-strewn ruinS, bold defenders of the faith
fight to repulse the forces of darkness.
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Inside the palace limired Imes of
SIght piles of rubble, and
collapsed f/oorways MSlJre that
battles become desperate and
bloody close combat affairs..

A Defiler crashes through into
rhe interIOr of the building.

The mighty Blood Angels
srand ready to crush rhe
hated Chaos Renegades.

The operl ground around the
cathedral is strewn WIth craters.

The walkways and Cl)'pt

prrwrde different JewIs for
models to fight~
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BATTLES
Warhammer 40,000 offers possibilities limited only by your imagination. From the
standard missions to lengthy campaigns, sudden ambushes, desperate cityfights
and apocalyptic clashes, the hobby can take you anywhere.

Wherever your journey through the hobby ultimately
takes you. the starling POInt WIll almost certainly be the
standard missions. By playmg these missioos against Cl

number of opponents. you will soon learn both the full
capabilities of your own army, and get a taste of all the
others armies out there. You will amass glorious
victories talked of for years to come. and ignominious
defeats best kept quiet. Friendly rivalries will develop
amongst your regular opponents as your armies clash
on the tabletop. Adversaries will hurl challenges against
one another in an effort to settle old scores. New
tactics will be attempted, or entirely new armies may
be started in an effort to earn VictOry.

As you and your gaming group explore the hobby, you
may find yourselves gravitating towards parucular types
of play. Some will enJOY the no-holds·barred approach
of tournament-style games, rehstllng every test of
generalship and nuance of the rules. Others use their
battles to tell stories, enJOYIng above all the chance to
engaqe WIth the background.

Some people develop this sense of history and
background depth further, by playing campaigns - a
series of missions, linked by an overall story and rules,
With the result of one battle having a bearing upon the
next. At the end of the campaign the player who made
the best of his wins will be the victor, but all players
involved will have had the satisfaction of playing in a
truly memorable gaming event.

Others decide to alter the standard missions to suit
their own themes or storytines. Those who try this will
soon be inventing entirely new missions, perhaps
designed specifically for the armies and terrain they use
the most.

All thIS IS covered in the Battles sectiOn, so if you've
ever wanted to write your own mISsions, host a
campaign, or run a league, thiS section is for you. Here,
you WIll find a range of useful and InspIrational gaming
material, qeared towards taKing your games from the
standard mISSIons and beyond.
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BLOOD IN THE DESERT
In this battle report, two old adversaries face off across the gaming table. Each is
a long-time Warhammer 40,000 player and each has a string of victories to his
name. Read on for an account of a hard-fought but extremely enjoyable game!

THE ULTHWE HOST

HQ
Farseer Ariniae
Spirit Stones, Runes of
Witnessing, and the Doom and
Fortune psychic powers 140pts
3 Warlocks 75pts
Avatar of Khaine 155pts

ELITES
8 Howling Banshees
including Exarch Mieqo with the
Exarch power War Shout.
wielding an Executioner 155pts
Wave Serpent 'Windstriker'
twin-linked starcannon 125pts

TROOPS
10 Dire Avengers
including Exarch Ul'uric
with the Exarch power
Bladestorm. a shimmershield
and a power weapon 162pts
10 Guardian Defenders
including a bright lance platform,
led by Warlock Raelothi with a
Singing Spear 138pts
10 Storm Guardians
including two fusion guns,
led by Warlock Ithilis with the
psychic power Enhance and
a Singing Spear 135pts
3 Guardian Jetbikes 66pts

HEAVY SUPPORT
5 Dark Reapers
including Exarch lhoix with the
Exarch power Fast Shot 207pts
Wraith lord T'lark
with bright lance and
wraithblade 140pts

GRAND TOTAL 1,498pts

ANCIENT RIVALRY
Phil: Matt and I have been regular opponents for over eight years now.
Though Matt enjoys frustrating me with his flukey power armour saves and
my sneaky Eldar tactics sometimes get on his wick in return, we both really
enjoy playing each other, Our games are a great mix of well-established
rivalry and good-natured fun.

My original Eldar force was designed purely to kill tough-as-nails Space
Marines, but over the years I have drifted towards using far more balanced
tactics. My Ulthwe armies now include lots of Guardians and psykers, backed
up by Iron-hard combat machines like the Avatar and Wraithlord, It's a tried
and tested combination. Because we had agreed to play a Capture and
Control mission (see page 91), my plan is to distract Matt's men in blue with
a frontal assault whilst my Guardian Jetbikes, Howling Banshees and Storm
Guardians dart round the flank. With any luck, my frontal assault will hit
home hard and clear the way for my flankers to claim the enemy objective.
Meanwhile, my shooty units (the Guardian Defenders, Dark Reapers and Dire
Avengers) will hold the fort, picking off any of Matt's forces that attempt a
flank attack on my own home objective.

Phil has faced Mart with his Eldar army many rimes before!
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Battle Reports, published in Games Workshop's
moothly magazine 'WhIte Dwarf', shooNcase nail­
bltlng games of Warhammer 40,000 usmg the
awesomely painted Studio armies.

Beginners and veterans alike conSIder the moothly
battle reports to be one of the finest features of
White Dwarf magazine. As well as telling a good

story, battle reports give plenty of opportunities to
pick up new tactics, devious tricks and InsplratlOO. It
IS also a great chance to~ the ne'Nest armies and
models 'doing their thing' on a beaUtifully made
battlefield. The most popular elements are often the
parts written by the players themselves; pr~me
IntroductIOnS and post-game CondUSlOOS that give us
an Insight Into their army selectIon and battle plan.
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PREFERRED ENEMY
Matt: I've been playing games against Phil for longer than I care to
remember. Over the years I've taken him on with several Space Marine
Chapters, the majority 01 which were Black Templars, but lately the
Ultramarines have been my weapon 01 choice.

In the past my Space Marine forces have always been assault-orientated,
but this time I've gone for a force based around Tactical squads, be<:ause
this gives me several units capable of holding objectives. My plan is to
hold my objective with a fire base consisting of a Tadical squad, the
Devastators, the Dreadnought and a Predator. These will try to destroy
anything big and nasty from afar. The rest of the Tadical squads, led by
Captain Odavius, will sweep around the flank avoiding any enemy units
advancing up the centre - the fire base should have them under controL
The Assault squad will protect the other flank, or at least delay any enemy
coming that way, and the Scouts will hopefully give them something else
to think about. Game on...

Mart and Phi/'s traditional pre-game handshake. "May the best man winl"

ULTRAMARINES
5TH COMPANY

HQ
Captain Octavius
Lightning claw and plasma pistol.

125 points

ELITES
Dreadnought
with assault cannon. 125 points

TROOPS
5 Scouts
All armed WIth boIters. 90 points
10 Tactical Space Marines
Including a flamer and
missile launcher. 170 points
Rhino 50 points
with a hunter-killer missile
10 Tactical Space Marines
including a Ilamer and
missile launcher. 170 points
Rhino 35 points
10 Tactical Space Marines
including a Ilamer and
heavy boiler. 170 points

FAST AITACK
10 Assault Space Marines
Including Veteran Sergeant with
a power fISt. 235 points

HEAVY SUPPORT
10 Devastator Space Marines
including 2 lascannons and 2
multi·mehas. 245 points
Predator
with autocannon and 2 heavy
bolters. 85 points

GRAND TOTAL 1,500pts



THE BATTLE RAGES
The duel in the desert started slowly but steadily built
to a bloody climax, The scene below is midway through
the game, with both players attempting to penetrate
the other's defence and steal their objective from the
opponent's grasp.

The advanced firepower of the Eldar gave Phil an early
advantage. Matt"> O'Iffall strategy was to nde this
incoming fire out and hit back. where It hurt.

The Dark Reapers, deployed In a commanding
position on the hill, rook a heavy roll on the
Space Man'ne infantry in the early game.

HEAVY DUTY
The PmJatOf DesrnxtOf

cut down swathes of Eldar
Infantry. eIIM crvshing a
Guardian under its tracks
with a successful Tank Shock/
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concentratmg on destroying Phil's Troops choices. His
intention was to rob the Eldar of scoring units so they
could not claim either objective. On the other hand,
Phillaunched his close combat units headlong into the
Ultramarines' battle line. hoping to distract Matt
With a central feint as the real threat closed In on his
left flank.

DUEL TO THE DEATH
In the hard-fought centre of the bartlefielc/,
the Wratthkxd charged through the
Dreadnoughr's IdJeys of fire and engaged it
in combat. ThIs aNowed a dramatic duel
be~ the leaders of the two armies to
take place - Farseer~ Space Marine
Captain in mortal combat.



The Guardians played a two-fold role,
claiming the Eldar home objective in the
woods and sniping at enemy ranks with
their bright lance weapon platform.

,

OBJECTIVE 1

FLANK ASSAULT
The Ultramarines Assault squad
intercepted the Eldar flank attack,
making short work of the Guardian

Jerbikes, However, the counterattack
from the Howling Banshees cut them
all down in return, This ultimately
allowed the Storm GUiJrdians to slip
behind enemy lines.

SURPRISE ATTACK
The Space Man'ne Scours used the outflank rule
to enter play behind Phi/'s battle line (see page
94). Marts plan was to use the Scouts to cut
down the Guardians in the woods and claim the
Eldar objective on the last turn of the game.

The Ulrramarines were forced to

disembark due to accurate bright
lance fire from the Guardians.
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PSYKER POWER

From the~ start. the
Iynchpln of Phits force
was his Farseer The
ancient psyker used his
Fortune and Doom
psychIC powers to bolster
the Eldar at mtal pomt!,
someht::Ni beat the
enemy fo«.e CC/fM'lander
In a duel, and stJII found
rJrTle to charge the Sp;Ke
Marines rrytfJ9 to

outflank rhe Eldar Nor
bad for an aldsrer

StIli. the key to winning With the Eldar is (0 use each
unit at the battlefIeld role for whIch it is de51gned. and I
think I did that pretty well. The Dark Reapers were very
effectIVe early on - those guys killed about sixteen
Space Marines between them over the course of the
game. Though my Avatar took a lot of fire it did mean
that my Wraithlord was almost untouched when he hit
home. The combination of Farseer and Warlock
bodyguard backed up by the Wralthlord allowed me to

NEVER UNDERESTIMATE AN ELDAR
Phil: Well. things didn't go qUite according to plan. but
on the whole my feint In the centre dIStracted Matt's
main force, so I was able to capItalise on that in the
latter turns of the game. I had far more luck than I had
any right to expect (this is normally Matt's forte) but
sometimes the dice are just good to you.

Despite Matt's successful InterceptIon of the 1etblkes
with his Assault Mannes, the Howling Banshees were
able to deal with the jump infantry quickly enough to
redeploy. Matt's Devastators put paid to the Howling
Banshees' plans, taking out their Wave Serpent, and
the deadly warrior women were subsequently cut down
without mercy by the rest of Matt's force. Meanwhile.
the humble Storm Guardians were able to advance.
using the damaged Predator as cover - even when It
ran one of them over With a successful Tank Shock!
DespIte taking a lot of punishment it was the
Guardians who carried the day - the Storm Guardians
drove off the Space Marine squad on Matt's objective
whilst the Guardians held the objective In the woods.

THE DUST SETILES...
After SIX turns of edge-of-the-seat gaming, the Eldar
emerged bloody but victonous. They had Troop units
within 3 H of both of the objectives, and the remaining
Space Marine models were just too far away_ Matt
made a credible assault upon Phil's home objective with
his two Rhinos and his SCouts, but the Eldar bright
lance platfonns stopped the Rhinos in their tracks,
forcing the Space Marines to disembark. in from of
Phll's Avatar and Wralthlord. Matt dealt With the Avatar
uSing tascannons and his Captains plasma pistol. but
this stili left Phil hiS Farseer unit and Wraithlord with
which to stop Matt's advance.

248 WARHAMMER 40.000: The Battle Rages



stop Matt's advance for good, whICh in turn saved the
unit of Guardians defending my obteCtlVe from being
mown down In a hall of bolter fire. USing your units to
support each other like thiS is the key to victory In
games of Warhammer 40,000.

The game had some priceless moments, and as usual
WIth these games the best times came from when we
tned something unusual or risky fjust what was my Dire
Avenger Exarch doing up a tree agamn. Man's Tank
Shock on my Guardians could have swung the game,
as could his outflank attack WIth the Scouts. The real
irony was the fact that when Malt saw that I had taken
Storm Guardians he asked if 1was mad - and it was
those liule feUas that carried the gamel Just goes to
show, never underestimate the pointy-eared ones..

DOWN BUT NOT OUT
Matt: Despite the final result, that was actually quite a
tense game - up until the final couple of turns it could
have gone either way. On the whole, my battle plan
worked quite well. The fire base downed the Avatar
early, the Assault Marines dealt with the annoyingly
fast Jetbikes and the Howling Banshees got nowhere
near my fire base. The Dire Avengers also died In a
shower of boIter shells - very satISfying.

The one unit that really cost me were the Dark Reapers.
They almost smgle-handedly Slopped my assault on the
Eldar's objective. I just couldn't focus enough Iong­
range firepower on their posltion, which !eh them
pretty much free to kill whatever they wanted.

Next time I play Phil there's a fe-w things I will do
differently. I will definitely deploy my fire base further
back, so that It WIll be out of range of the Dark
Reape~. I will also take more tanks, as Phil's army was
defiMeIy lackmg in heavy weapons, and a Vindicator
or two would add a lot of bite to my force. A librarian
and his psychIC hood could make It difficult for the
Eldar to use thelr psychic powers, dosing down Phil's
Farseer, whICh he maintains is the Iynchpln of his force.

I would still Ignore the Guardians, as they can't do that
much damage to Space Mannes; it's their Aspect
Warrior brethren that usually do all the damage. You
can learn a lot from a dose-fought game.

Next time Phi! won't be as lucky...

TACTICAL TIP - COMBAT SQUADS
The ability for ID-man
Space Marine Tactkal,
Assault, Devastator and
SCour squads ro split down
Into two 5-man squads is
a real advanrage. Ir gives
the Space Marines twice

as many sconng units as
well as gMng them the
flexibility to direct their
firepower at different
targers In the same rum.
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ROAD TO GLORY CAMPAIGN
Having tried your hand at the standard missions, why not play several battles in a
row, linked to form an ongoing campaign.

LINKING YOUR BATILES
A campaign is a series of banles linked together in
some way. Over the course of the games. Cl story
evolves. and your army develops Cl history as it fights
from one battle to the next. CampaIgns often add extra
rules. so that the result of one game has a knock-on
effect in the next. HOIN long Cl campaign takes is up to
you - some people like to pack as many games as
possible into a weekend. while others like to spread
them over the course of a few weeks.

If you like the sound of playing In a campaign but you
aren't sure where to start, read on for an example that
you can play through with an opponent.

At the end you'll find an account of how two garners
fared when they played through the campaign,
followed by Ideas on how you might add extra detail
and variauon. This last sectJon IS ideal for those who
have played in a campaign before and want to Jump
right in at the deep end.

ROAD TO GLORY
In thiS campaign there are f!Vi! battles. The misSions are
all standard ones drawn from the mam rules section.
However, success in one mission will secure an
advantage ,n the next. giving Cl feeling of continuity .

In order to make the campaign accessible to players of
all armies. we haven't given it a specific setting or
background story. This is for you to concoct if you get
the urge. You could simply set the campaign within
one of the many larger wars being fought across the
galaxy and beyond, or you could make up an extensive
background history all your own.

The overall SltuatJon is that two armies have been
fighting for many years, neither able to break the
bloody deadlock, until a new commander (you!) is
shipped In, aSSigned, spawned or fIghts his way to the
top, to tiP the balance and win the war.

The glory of your race depends upon you!
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PLAYING THE CAMPAIGN
Playing this campaign is straightforward. The five
battles should be played in the order presented.
Think of each battle as a snap-shot of a far larger
ongoing war.

Battle 1 kicks off the action. but its implications won't
be revealed until the end of the campaign. when the
victorious forces return on the eve of the final battle. In
Battle 2, the forces seek to dominate no-man's-land.
each looking to find a weak point in the other's
defences. Having found a crack in the line, the winner
of Battle 2 will attempt to consolidate his position in
Battle 3, while the defender will launch a hurried
counter-attack. The war will then escalate in Battle 4
and ultimately leads to an assault upon the enemy
headquarters in Battle S.

THE BATTLES
Each battle presents all the information you need to
play, addressing the following points:

Battle Briefing
A summary of the game, along with any significance
the battle has in the ongoing campaign.

Playing the Battle
Which of the standard missions is to be played, and
which deployment is to be used. In addition, as each
battle takes place in an ongoing war, the winner of the
previous game may have an advantage, as described
here.

Objective
Notes on where objectives should be placed and what
they represent, where appropriate.

Terrain
The terrain over which each battle is fought is
described here. This is intended as guidance only, and
should of course be tailored to your own collection.
By assembling i.I fairly basic terrain set. you will have
sufficient scenery for the entire campaign. You can of
course undertake special modelling projects for specific
locations if you wish.

THE WINNER
The campaign ends in climactic fashion with Battle 5.
The winner of that game is the winner of the entire
campaign, having crushed his foe utterly.

In any army. balanc.e is the key to

success. A commander who puts his

faith in heavy weaponry alone will be

outmanoeuvred. A commander who

relics on close combat without support

will lose his force to enemy fire.

Each clement must work in harmony.

so that the effectiveness of the army

is greater than the sum of its parts.

The T~Clicl Imperium.
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CAMPAIGN OVERVIEW
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THE SPOILS OF WARBATTLE 1
As both armies build up their forces for the new campaign, a vital re-supply
mission is intercepted, its cargo lost somewhere in the deserted ground between
front lines. Both sides speedily dispatch forces to claim the spoils of war.

Battle Briefing
thIS battle forms a 'prologue' to the campaign, tak.ing
place before the main offensIVe gets underway. Both
sides have dispatched a force to recover the supplies
lost by the ill-fated re-supply mission. Crucially, neither
knows for sure what is in each supply container. It
won't be until the containers have been delivered to
high command. just before the last battle. that their
(ontents will be revealed.

Playing the Battle
Battle 1 is a Seize Ground miSSion. and uses the Dawn
of War deployment. Details of both can be found in
the Organising a Battle chapter.

Objective
The objectIVeS represent the supply containers, and are
placed as described in the SeIze Ground mISSion.

Terrain
The supphes are scattered In a sector of the
warzone that has seen little fighting in recent months.
The table could be set up to represent a Wilderness
area, using whatever hills, woods and such terrain as
you have available.

Beforc committing your forccs, cxaminc
thc situation. Rcvicw your own strcngth.
and that of your cncmy_ Rcmcmbcr your
own objcctives. and try to anticipatc
those of your opponcnt. Hc who fights
without undcrstanding thc battlc hc is
fighting placcs himself ... disadvan"g~

Colkus of Wu

OBJECTIVE MARKERS

Above left is a canister from
the Battlefield AcceSSOries set.

ThIS makes an ldealobjecttve marker
In a 5eae Ground mission

Abort' nghl is an objective marker
(O(l$rructed from a spare Space

Mannebanner:

The ammo crate from the
Battlefield Accessories set Eldar Guardians ptotea the precious remains of a Revenant Titan,
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BATTLE 2

•

FORCE SUPREMACY
Enemy forces dash in the crater-strewn wasteland between front lines. Each seeks
to dominate the warzone. locate a weak point and overwhelm the foe.

Battle Briefing
This battle represents the armies probing one another's
positions while seeking to control ground. The victor
will gain an advantage in the campaign ahead.

Playing the Battle
Battle 2 is a Capture and Control standard mIssion,
using the Dawn of War deployment.

Objective
Each objectIVe represents a key point m the IJnes. nus
mIght be a communicatIons array. forward
headquarte~. Hive node or any such position. Each IS
equally valuable to the enemy, who will attempt to
capture the enemy's position whilst protecting his own.

Terrain
The battlefield is the blasted waste between
frontlines. Appropriate. charaderful terrain to
represent it include craters. barricades and slngle­
storey rUins. All of these provide cover, yet rarely
obstruct lines of sight, making the battlefield a truly
deadly killing ground. Umts attemptmg to capture an
objective must mak.e use of every scrap of cover
available if they are to prevail.

Gaining an Advantage
The player who wins Battle 2 has gained the strategic
advantage, and is referred to for the rest of the
campaign as the attacker. The other side is referred to
from now on as the defender. The attacker may
choose who goes first in the next battle.

The Daemons dose In on their objectIVe - the Vostroyal15' command post
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Having found a weakness, one side launches a full scale assault. The enemy
immediately counter-attacks, stopping at nothing to stem the tide of attackers.

)

BREAKTHROUGHBATTLE 3

Battle Briefing
Battle 3 represents the winner of Battle 2 having
broken through the other side's front line, and looking
to consolidate their gains by taking defensible positions
from which la make subsequent attacks. The other
army will not be sitting around idly of course, and will
be launching an all-out counter-attack to prevent the
positions falling la the enemy for good.

Do oot strike uotil you are ready to
crush tht tntmy untrly. aod thto
attack without mercy. destroy tvtry
vtstigt of rtsistaoct. Itavt no-ooe to
work against you.

TIClitl Imptrium

Playing the Battle
This battle is fought as a Seize Ground standard mission
using the Pitched Battle deployment with the following
exceptions. The defender must deploy his entire army
first and then the attacker may decide who gets the
first turn.

Objective
The objectives are key positions both sides have been
ordered to secure. Instead of placing counters each
player must nominate terrain features such as buildings,
barricades, hills or anything else you have available, as
the objectives that are to be fought over.

Terrain
The battlefield should be set up to represent one side's
front line. This means it could feature intact buildings,
roads, communications trenches, bunkers and ammo
dumps as well as the craters and barricades used in
Battle 1. The more small pieces of terrain, the better.

Gaining an Advantage
The winner of the third battle may choose the
deployment type used for the next game. This
represents the winner gaining strategic advantage,

The Black Templars fight valiantly to prevent the Tyranids taking their position.
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BATTLE 4 - BEGINNING OF THE END

.=

The attacker has reached the perimeter of the defender's main base, but he must
strike the decisive blow. The defender must repel the invaders.

Battle Briefing
The attacker has now gained a solid enough advantage
that he can launch a map thrust towards hIS enemy'<;
centre of power. The defender has marshalled his
forces to hold back the Invaders and block the advance.

Mission Special Rule - Minefields
In an attempt to slow down the attacker. the ground
before the defender's position is strewn with deadly
mInes. The attackers advance will be reduced to a
painfully sJoy.t aawi under the guns of the enemy.
unless he can negotiate the lethal minefields.

Playing the Battle
Banle 4 is fought as a Capture and Control standard
mission, apart from the objectives and terrain set up,
as detailed below in the Terrain section. The winner of
the preVIous battle may choose the deployment type.

• The defender may place D3+3 minefields anyvmere
outside of the attacker's deployment zone.

• For each minefield, place a small marker. The mines
extend 3~ from the marker in all directions.

Objective
The obJectrve In the anacker's deployment zone might
represent hiS forward command post. while that in the
defender's deployment zone could be a Iynchpin
position In the defence of the entire sector. When
placing the objective In his own deployment zone, each
player may place an additional terrain piece. such as a
crater, building or barricade, to represent this location.

Terrain
As this battle occu~ at the edge of the defender's base.
terrain ~Id be set up so that buildings, bunkers and
barricades are placed on the defenders SIde, and such
features as hIlls and craters are placed on the attacker's
Side. This means that the terrain will dIctate each
player's table edge, rather than choosing as normal.

Gaining an Advantage
The winner of the fourth battle may once again choose
deployment type in the next game but also has a
further advantage as detaIled In the next mISSlOO.

• Minefields count as diffICUlt and dangerous terrain.
and any uMs that suffer casualtIeS from them must
test for p1nf'llng.

A simple minefield marker made
from spare components and
mounted on a 40mm base.

CITY OF DEATH
If you have the Cities of Death expansion (see
page 274), then you could consider playing this
game as a cityfighting mission. With the war
having reached the defender's capital, uSing the
Cities of Death rules is highly appropriate. The
battle Will become a desperate street-tOostreet,
buildlng-tOobuilding, man-tOoman f'9ht over the
ruins of the defender's base. If you take thIS route,
adhenng to the terrain gUIdance above rather
than that given in Cities of Death will result In a
very different, and challenging game.

YI salute you! For though our pilth hils

been long and bloody. you have served
our lord with unflinching courage and
the honour of true wuriors. We have

seen miny fill todiY ilnd must

remember. even is we die. thilt our
blood too is wdcome...-

Hlrkl~ IfO"fisl
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The roadblock consists of barricades and lank traps.

The perimeter defence fine

is made from urban
barricades. p«Mding cover
for the defenders wdfriols.

In this example setup,
the attacker's objective
is deep within the
enemy'S deployment
zone, ensuring a hard
fought batfle fa rake it.

Cadian Shock Troopers negotiate a deadly Tau minefield.

The defender's objective is
the attacker's forward
command post, hastily
establish«J in thJ$ crater.
A WIse attacker wiN leave
troops behind fO defend
such a VItal posItlOfl

The tTlJI'lefiekJs are represented
by counters. Each has been
made from spare parTS to
match the Tau defenders..

In thIS example, the Cadlans are attempting to retake
an Impenal CIty lost to the ahen Tau. The Tau have
placed a roadblock across a major route, and thrown
up a Ime of defences at the edge of the CIty. The
attacker will have to cross the open ground In order to
dose In upon the defender's lines. The craters will
provide cover saves, but the Guardsmen WIlt have to
negotiate the minefields to reach the enemy.
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The defender is cornered, his back to the wall. It falls now to his forces to mount
one last, heroic defence. The commanders of both armies take to the field, leading
from the front. One way or another, the war will be won or lost this day.

CAULDRON OF WARBATTLE 5

Battle Briefing
The last battle takes place at the heart of the
defender's territory, the attacker having broken through
every defence put in place Both sides are fielding their
very finest warriors. throwing every last resource into
the final conflict. Both leaders have taken to the field in
person, leading from the very front or supervising the
final defence first hand. The winner of this battle will
be crowned saviour, or conqueror. He will hold the
honour of having repulsed a mighty invasion and saved
an entire planet, or of breaking the enemy's hold on it
once and for all.

Playing the Battle
The battle is an Annihilation standard mission.

The Final Twist!
Even as the two armies close for the final confrontation,
a ragged patrol, long assumed lost, staggers in to the
headquarters. It is the warriors sent to retrieve the
supplies in the wastes at the beginning of the offensive.
Within the canisters was intelligence vital to defeating
the enemy - so vital, that the patrol has fought long and
hard to bring it to high command. The intelligence
reveals the secrets to beating the enemy, describing in
detail his weak points and deficiencies.

The player that won Battle 1 may nominate a number
of units equal to the number of games he has won in
the campaign so far. These units gain the Preferred
Enemy and the Tank Hunters universal special rules,
as they know the weaknesses of their foe.

The winner of Battle 4 may choose deployment type.
He may also decide whether or not the night fighting
special rule is in play throughout the entire game,
representing him dictating the timing of the final battle.

Objective
The objective in an Annihilation mission is simple - wipe
out your foel

Terrain
The defender sets up the terrain in Battle 5. The
character of the terrain can be varied depending on the
army, but it should be dense, and very, very war-torn!
Whatever you choose to use, keep it in mind that the
defender is manning his last bastion, headquarters or
most sacred site. You could even take the opportunity
to construct a piece of terrain to represent a command
bunker, mighty cathedral, daemonic throne, sacred
altar or pulsing Hive node I

Mission Special Rule ­
Preliminary Bombardment
The attacker's final offensive is preceded by a
thunderous artillery barrage, designed to soften up
enemy forces before the assault.

• After both armies have deployed but before the first
turn, the attacker rolls a D6 for every enemy unit
and terrain piece (excluding buildings and ruins as
detailed below) on the tabletop. On a roll of 6. the
unit or terrain piece is hit.

• A squad takes D6 Str 5 AP4 hits that cause pinning.
Cover saves are allowed if the majority of the unit is
within area terrain or behind barricades. Vehicles struck
do not take damage. but will suffer a Stunned Driver
result instead.

• Vehicles in a squadron are rolled for individually.

• Units that start the game in reserve will not be hit by
a Preliminary Bombardment.

THE APOCALYPSE!
If you have the Apocalypse expansion book (see
page 278), you might want to use the guidelines
and Strategic Assets described therein. This battle
should have a dramatic, end-of-the-world feel to
it with both sides throwing everything into the
cauldron of war. The skies should burn with
orbital bombardments and the ground shake at
the passing of mighty war machines, all of which
is possible using the Apocalypse rules.

• How terrain is effected is not so straightforward.
Small terrain pieces, such as sections of razorwire,
tank traps or barricades are removed automatically if
hit - replace with a crater if you have one. Area
terrain is more a judgement call - players could agree
that a small wood will be removed and replaced with
a crater while marshy ground would be unaffected.

• Buildings and ruins are not effected by the
Preliminary Bombardment, nor are any units within.
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As the Red Corsairs launch their flfliJl assauft, only me EJdar stand in their way.

The /eadef:s of each army clash in deadly combar at the he;ght of the final batrle.
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CAMPAIGN REPORT
Andy Hoare and Matt Toones played through the Road to Glory campaign using
their own armies. Here's how Matt's Orks fared against Andy's Imperial Guard.

IMPERIAL GUARD 'TASK FORCE KANE'
Andy's Imperial Guard collection is large and varied
enough for him to field many different types of army,
so for this campaign, he put together a force tailored
for fighting against Orks. One advantage of playing in
campaigns is that both players get the opportunity to
focus their army selection on the enemy they will face.
Never quite knowing what fiendish trick your opponent
will come up with next, and how you will counter it, is
a great part of the campaign experience.

Andy decided there were two weapons he could not
do without - missile launchers and flamers. The former
would pound the big mobs from a distance, safe in the
knowledge that even shots that scattered had a decent
chance of killing some of the numerous Orks. The
flamers would be just as lethal, but a little trickier to
use, being far shorter ranged. Andy decided these
would be ideal in the hands of counter attacking units,
or those disembarking from a Chimera.

GRIMTOOF BLUDGUTZ' ORKS
Matt's Orks started as a cityfighting force, as he was
inspired to called a new army by the Cities of Death
supplement (see Matt's entire greenskin army on page
276). Soon he'd played quite a few missions and
wanted to expand the force and the campaign gave
him the perfect excuse to do so. Knowing that he
would be playing against Imperial Guard, Matt decided
the best (and most Orky) tactic would be to swamp his
enemy with choppa-wielding Boyz supported by Deft
Dreads and Killa Kans.

One thing the players were both excited about was
the opportunity presented by the campaign to add
character to their forces. Matt decided to paint a new
Looted Wagon, using the same colours Andy uses for
his tanks. This gives the impression that the wagon has
been looted from the Imperial Guard following a
victory on the battlefield. Matt even used the same
basing technique on his miniatures that Andy had on
his, linking the two armies together.

THE CAMPAIGN
Matt and Andy invented some background for the
campaign to fit their own armies. The Orks would be
the leading edge of a mighty Waaagh! heading into the
Imperium's domains. Only the hurried deployment of
the Imperial Guard's Mordant 22nd had saved the world
of Sorlax from being overrun in a matter of days. As the
front stabilised, both sides committed ever-greater
resources into achieving a decisive breakthrough. Now,
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the Imperial Guard and the Orks both seek to crush
their foe, to defeat him once and for all.

Battle 1 - Patrol Beta 22
Matt and Andy decided that Battle 1 would be best
fought as a small game, as this would represent the
small search teams sent into no-man's-land to recover
the lost supplies. Both armies were 500 points, making
for a tense but bloody game that was played over the
course of an hour. The Mordant Imperial Guard were
vidorious, their missile launchers and grenade
launchers accounting for the majority of the Orks killed.

Battle 2 - Grimtoof's Glory
Battle 2 was fought for control of the wastes between
the two armies' lines. The players brought along armies
of 750 points each. This allowed the inclusion of a
Leman Russ and a Chimera in Andy's army, and a newly
painted Nobz mob in Matt's. The game was as hard
fought as the last. Despite the flamers in his command
squad taking out an entire mob of Boyz, Andy's
Imperial Guard failed to stem the green tide, and Matt
was vidorious. The Orks had won the vidOry they
needed to get their offensive rolling!

Andy's missile launcher-armed Imperial Guard, collected
especially for the campaign.



Battle 3 • Breaking the Kyo Rin line
Pleased with his victory and eager to field his entire
army, Matt finished painting his new Deff Dread for
Battle 3. His army smashed through the Imperial
Guard's lines, to score a convincing WIn and break
through into the Imperium's rear zone...

Battle 4 • Battle for Block 440
Battle 4 had the option of being fought as a Cities of
Death game, and both agreed straight away to play it
as such. A spectacular urban warscape was assembled,
inspired by the examples in the expanSIQfl book. The
action was as brutal as you would expect a close-in
fight between Imperial Guard and Orks to be, and
Andy's massed flamers took a fearsome toll on Matt's
army, earning Andy a victory.

Battle S - Kane's last Stand
Both players agreed to make Battle 5 a suitably big
game. Andy used his entire Imperial Guard collection,
around 6,000 points, and recruited a friend to help
field it. Matt joined up with another Ork player to
make a mighty Ork coalition. Fortunately for the
Imperial Guard, Andy had woo Battle 1, and so his side
benefited from intelligence that would allow them to
target the Orks' (admittedly few) weak pomts. The
battle raged over the course of eight hours (including
snack breaks), and saw eighteen Impenal Guard tanks
crash Into almost two hundred Ork Boyz. When the
smoke cleared, victory was MaU's, and the campaIgn
had reached a highly memorable endmg.

Andy's tanks saw heavy f'9htmg throughout the catrJpaKJfl.
Andy deoded to keep track of the kills hIS Leman RlJS5 earned
by addmg kill markings. These clan kons are from the Ork
rransfer sheet. The fact rhat dead Ork units Io-VefE' tracked with
rhelr own markings was a cruel blow to greenskin morale.

Not to be outdMe, Matt decided to adorn his Looted Wagon

Md! kJII markIngS too, raunt/ng the ImpenaI Guard Md!
remmder$ of rheir losses.
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TAKING THE CAMPAIGN FURTHER
For those who would like a little more detail in their campaign, here are some
additional ideas to get the creative juices flowing.

As the Road to Glory campaign has been made
deliberately simple to play. this page offers some ideas
on how you might alter the campaign or add a little
more complexity. Perhaps you've played it through on<:e
and want to mix things up a bit. or perhaps you've
played in campaigns before and want to add in an
additional layer of detail straight away.

Adding Extra Battles
It was mentioned earlier that the battles should be
thought of as snap-shots of a much larger war. It's
perfectly sensible then to add In extra battles. You
might do so because the evolving narratNe suggests an
ideal extra battle, such as an improvised counter-attack
or the landing of much+needed reinfOf'cements. The
map on page 252 might also provide some inspiration
- you could add in a mission to blow up the pipeline
supplying the defendef's forward base. or f'9ht out
some of the battles fought as the men carrying vital
infOfmation from Battle 1 try to sneak through enemy
territory. Extra battles such as these will also help your
units gain experience if you afe using the Veteran
Abilities rules opposite.

Adding More Players
You may find that once word gets out that you are
playing a campaign, every player and his pet grox
wants to take part. The easiest way to accommodate
extra players is to assign them to one of two teams.
Games can be played with more than one player per
side, each controlling a part of the army, or you could
add in extra battles for these players to fight.

Using Supplements
If you're the sort of player who likes to add lots of
detail to your campaigns, there are a number of
'expansions' that are an excellent source of inspirat}oo
and character. Each takes your games of Warhammer
40,000 into a new, challenging setting. You could use
the Cities of Death supplement for f!Nery battle,
representing the campaign being fought within an
urban war zone, or Apocalypse to take the scale of the
battles to a whole new leveL See pages 274 to 278 for
more details of Cities of Death and Apocalypse.
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Creating Your Own Missions
A campaign is the perfect setting to experiment with
designing your own missions. As the story progresses
you may well find particular scenarios suggesting
themselves to you. Perhaps one side dispatches a small,
elite force to assassinate a powerful enemy leader.
Maybe you will attempt a daring raid against vital
enemy supplies. The next chapter deals with the subject
of inventing your own missions, so why not give it a
g07

Mission Special Rules
The standard missions use a number of mission special
rules. such as night fighting and deep stnke to add in
extra detail to a game. Campaign games give you an
opportunity to take things much further, adding special
rules appropriate to the narrative and the armies facing
each other. There are a selectJon of mlSS!OO special rules
used In the next section, many of which would be
entirely appropnate for use in thIS campaign. Perhaps
the attadc.er will be ambushed by hKklen troopS in
Battle 2. Perhaps you will set your entlre campaign on a
world WIth no atmosphere, or low gravity.

USing such special rules, or any of your own invention,
will reqUire both players to agree how they will be put
into practice. Neither side should feel unfairly
disadvantaged. but keep in mind that this is a
campaign, in which many games will be played ­
although it's cool to be the winner. the best tales told
are often those of the glorious last stand or the
desperate rear guard action.

1£ the enemy comes on in ill grcat
horde. ilS Orks ue wont to do. then

try to direct them into iI narrow

defile or enclosed space. such that
their numbers work against them.
Crowded together. those at the front

will impede those behind. whilst the

push from the reu will prevent those
at the front £ram retreating or finding

a better pilth.

TltliCI Impcrium



VETERAN ABILITIES
As your warriors gain in experience, so their ability,
courage and reliability will increase. Seasoned warriors
learn even from defeat, but a string of victories will see
your troops go from green recruits to experienced
veterans able to face any terror the galaxy has to throw
at them.

Gaining Experience
At the end of each game, nominate a unit in your army
that you believe performed well. deserves a medal or
has the eye of the gods upon it. This unit must not
have been wiped out at the end of the game. Choose
an appropriate table from those on the right and roll
on it to see what ability the unit gains. The winner may
nominate two such units, and the loser one. If the
game was a draw, both players nominate one.

The units will benefit from a new veteran ability for the
rest of the campaign. It is possible for a single unit to
gain multiple veteran abilities in this way, but it may
not take duplicates of the same skill. If you roll a
duplicate on a second or subsequent roll, you may
choose which ability the unit gains. In addition, once a
unit has received an ability from one of the tables, all
its future rolls must be on the same table. This reflects
the specialisation that comes with experience.

There is a downside though. If a unit with a veteran
ability ends a game below half strength or having fled
the battlefield, it will lose one veteran ability. If it ends
the game wiped out, it will lose two.
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Fieldcraft Veteran Ability

Infiltrate
Move Through Cover or Skilled Rider
Stealth
Scouts
Fteet
Fearless

Melee Veteran Ability

Feet No Pain
Furious Charge
Counter-attack
Hit & Run
Preferred Enemy
Fearless

Gunnery Veteran Ability

Night Vision/Acute Senses
Relentless
Tank Hunters
Fearless

Vehicle Crew Veteran Ability

+1 BS
Can re-roll dangerous terrain test
Ignore Shaken results
+1 AVail facings (max 14)
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OTHER TYPES OF CAMPAIGN
What you have just read is just an example of one type of campaign, There are
many variations, some straightforward, others fiendishly detailed,

The Road to Glory campaign is a linear series of battles
between two players. There are countless other types
of campaign. such as map-based. narrative or tree
campaigns. They can Involve lUst two players or
dozens. A campaign can be as simple as two battles
played In a rem, or as complex as a sprawlmg map that
plots out contlnent-spanOlng army deployments. off
planet support. supply lines and reinforcements.

Games Workshop periodically runs worldwide
campaigns in which thousands of garners enter their
battle results onto a webslte to determine the army
that has done best overall. These events are not just a
great excuse to play more games. but It is also
entertaining to read and follow the campaign progress
as a spectator.

As campaigns help to create more of a story than a
single battle, they often inspire players to customise
their armies or their terrain In some way. If your Khorne
Berzerkers decimate a squad of Eldar Guardians for
example, you might model Eldar helmets mounted on
spikes upon the Berzerkers' Rhino as a gnzzfy trophy of
that victory. This will remind your opponent of his
crushing defeat In every subsequent game!

The best thing about campaigns is the real sense of
history that evolves with every game you play. You will
find yourself naming your squad leaders and
characters, and really caring about them surviving a
battle. No longer will your models be mere choices
from an army list - they WIll take on a life all their own!

Example Tree Campaign

Forces dash In iI

SeIze Ground
MISSJOfl. If the
attacker WlI'lS he
can launch an
aQ-OUl artack.

If the defender WinS he
WIll be able to Strike
IfIto enemy temrrxy
and capture a VItal

~ in a Capture
and Control Ml$SIOfI

'.
Attacker
wins

In a trpe Cdrrtpatgrl, battles are Off}anised by a prp.
drawn fbN cfl.Jgfam. Each lime a battle.is fought. the
diagram will relt)Utl wtllch mlSSlOO to fight next by
followmg the correct path. The longer rhe campaign.
the larger the diagram will be
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In a map campalgfl. each battle determmes the occupation
ofa regKJfl on a map. The WInner is t&Jalty the first to
control a certain number of areas. or the player that
controls the mosf aher a set number of turns. The above
map was made for the Vogen campaign, a bMal struggle
for an Impeflal city.
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A campaign booklet and website told the
story and rules for a previous global campaign.

Node campaigns are a combination of tree and map types. In
essence, the tree is superimposed over a map, with strategically
important points on the map forming the nodes over which
battles are fought. Sometimes, particular missions or special
rules are assigned to each node - perhaps based on the terrain
or environmental features. To win the overall campaign, a
certain number of nodes must be captured by winning battles.
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INVENTING NEW MISSIONS
In the Warhammer 40,000 universe anything is possible, and the same is true on
the tabletop, especially if you take some time to design your own missions.

A game of Warhammer 40,000 can be played out and
won according to the standard missions presented in
the Rules section of this book. But what if you want to
try a different set·up, fjght over different objectives or
decide your game using different victory conditions?

Standard missions represent 'encounter' battles­
conflicts in which neither side has an inherent
advantage. neither is defined as attadc.er or defender,
and each is responding to the banle as it unfolds. The
advantage of the standard missions is that they place
both players In the same tactICal situation and each
knows what to expect. You could walk Into any Games
Workshop store in the world, and play an exciting
game against a complete stranger and know what to
expe<t with no extra preparatIon or organisation at all.

Outstde of a tabletop wargame, battles are much more
complex, uneven and unpredictable affalrsl One SIde
mIght be lur!ong In ambush, or perhaps both find
themselves at the mercy of the enVIronment they are
fightmg in. They are forced to contend with not just
the enemy, but with adverse weather or hostile terrain.
And what if three armies come Into contaa with each
other at the same time?

Each of the missions that follow has beefI written 10

illustrate a particular inspiration. The first is inspired by
a background story, the second by a tactICal situation,

the third by a settlng, and the fourth by the need to
adapt the Warhammer 40,000 rules to accommodate
not two sides, but three. You can play them as
presented, using any combination of forces, or you can
alter them as much as you like.

We hope that the examples provided will serw as a
jumping off point for you to invent your own. You'll
find It's not hard to come up WIth more Ideas. The best
place to start IS WIth a SItuation or story, then \o\o'Ofk out
what changes to the standard mISSIons will fit your idea.

When writing your own missions, the simplest
Ideas are often the best - one or two changes
may be all you need for a great game. The
hardest part is \o\o'Ofklng out the victory conditions
to ensure both sides have a faIr chance of
winning. It's fine If one side is outnumbered 3:1,
SO long as his objective is achievable.

Try playing the scenario from both sides. so you
can experience both attacking and defending.
This way you can enJOY the challenge of trying to
outdo your opponent in the exact same tactical
SltuatJon, seeking to succeed where he may well
have faIled!

266 WARHAMMER 40,000: Inventing new miSSIOnS



YARRICK'S STAND
This mission is inspired by the tale of Commissar Yanick leading the defence of
Hades hive during the second war for Armageddon.

When the Orks invaded the hive world of
Armageddon, Commissar Ya((ick offered its leader,
van Straab, the benefit of his unique insight into the
Orks' way of war. But von Straab would not listen to
the Commissar's counsel, and banished Yarrick to
Hades, a sprawling hive complex far from the sear
of government. As it happened, this was probably
the best decision van Straab made during the
whole war.

The Ork dSS<3uJr was swift and seemingly unsroppabfe.
Van Straab's armies were by no means small or poorly
equipped, bur thf!Y could not stand before the brutal
Ork advance. Only when the Orks reached Hades did
the surging tide come to a halt before the well ordered
defences the Commissar had quickly put into position,
Even so, the initial ark attack led by Warlord Ugulhard
would have swept away human resistance were it not
for Yarrick's presence.

The ark Warlord glimpsed the Commissar across the
battlelines and drove his forces directly to where Yarrick
stood. With a barbarous roar, the ark threw himself
upon the Commissar. He swung his snapping battle
claw at Yarrick and severed the Commissar's right arm
at the elbow. The Warlord's beflow of victory was cut
short as Yarrick, fighting the pain and shock as no
normal man could, swung his chainsword in a crimson
arc and severed Ugulhard's bony head from his

DEPLOYMENT
Pitched Battle.

OBJECTIVE
In order to win the game, the leader of one army
must have killed the leader of the other army. If this
has not happened, you can call the battle a draw or,
alternatively, use vidOry points to determine who
can claim a moral vidOry (see page 300).

If a leader is killed in a sweeping advance, this will
only count as a win if the other leader was the sole
model running him down.

Both players should agree on a points limit for their
leaders, such as 200 points. Or, you could decide
there will be no limit! Obviously, at the start of the
battle, each player needs to make it clear to his
opponent which model is his leader.

shoulders. The ark's body collapsed to the ground
whilst the head continued to sneer and curse until the
creature's extraordinary metabolism finally conceded
that it was dead.

Yarrick calmly reached down and tore the battle claw
from the Ork's twitching body. He held it aloft so that
all the green-skinned warriors could see it and know
their leader had suffered defeat. A hush fell over the
battlefield as man and Ork gazed in silence upon the
gnarled old man brandishing the bloody claw. Then the
humans cheered and the Orks wailed in horror, and all
at once the defenders leapt upon the aliens with
indomitable vigour.

Only when the Orks had been beaten from Hades hive
did Yarrick allow himself the luxury of passing our.

MHeroe:s of Armageddon! You have
withstood the evil savagery of the: Orks.
and they have nothing left for you to
fear. So raise high the black banners of
vengeance - now is our time.

M

ust tnosmissioo of Commissu Yurick

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game Length.

Bitter Enemies: Both Yarrick and Ugulhard are figures
of awe to their warriors, and when the two clash in
mortal combat, the hatred Orks and Men hold for
one another is unleashed. In any turn in which the
two leaders are engaged in an assault against one
another, every model on the table gains the preferred
enemy universal special rule. Should one side's leader
be killed in an assault, every unit in the defeated
leader's army must take a Morale check.
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AMBUSH
As a convoy passes through close terrain, an attacker launches a deadly ambush.
The defender must fight his way clear or be destroyed!

In an ambush situatIon, the challenge comes from the
defender having linle or no idea wtlefe the attacker WIll
deploy. In our example the attacker deploys an
'ambush marker' for each of his Infantry Units, and Cl
number of 'dummy markers' to add to the defender's
confuSion. The defender Will therefore have to guess
whether Cl marker represents a waiting foe about to
unleash destruction or simply Cl false return on an
auspex, a shadow, or leaves rustling in the wind. When
the defender identifies a target, or the hidden unit
fires. the marker 15 replaced WIth the actual models.
ThIS hidden element adds a certain amount of second
guesSing and bluffing to the game - more challenges
for 41st millennium commanders to overcome!

Although any armIes can play thIS scenarIO, here
are a few claSSIC match-ups:

Tyranids ambush a column of Imperial Guard
reinforcements as they make for the front line.

Catachan Jungle Fighters ambush an Ork army,
seeking to pit stealth against btute force.

Eldar Pathfinders Intercept Chaos Space MantleS
who dare set foot upon a ISOlated Maiden World.

Finding itself ambushed
amidst the ruirr5, the
Jmpena/ Guard column
has no choICe but to gun
ItS engines and push

rhrough to safety!

11'1 an ambush It is a WISe

defender who remembers his
obJectNe innead ofJust gettmg
bogged down mto a firefl9ht

The Imperial Guard have no idea
whether this marker represents an
mSlgmficant Grots mob, a mighty
Nobz mob, highty feared Tankbustas,
or norhlng at alII
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It is possible to use coins or scraps of paper but the modelled
markers add to the fla';()lJr of the ambush mission.

To gain safely, the Impeflal
Guard column must get as
many umts as possible Wl

'2 tnehes of the; table~



DEPLOYMENT
Decide which player is conduding the ambush; he
will be the attacker and the other player will be the
defender This scenario is best played on a
rectangular table, 6'x4' being ideal.

The table is set up in a mutually agreeable manner,
but after all terrain is placed, the attacker may move
two pieces of his choice. and choose which of the
short board edges will be his table edge. The
opposite table edge belongs to the defender.

The defender deploys his army on up to half of the
table (measuring from his table edge). The attacker
then deploys according to the Hidden Set-up rule
opposite, anywhere on the table more than 12·
from a defending model. Any non-infantry models
in the attacker's army must be held in reserve. The
attacker gets the first turn.

OBJECTIVE
The objective of an ambush is to catch the foe
unawares and destroy him utterly. The target must
push through the ambush and reach safety.

The defender wins if, at the end of the game, he has
more scoring units within lY of the attacker's table
edge than are further away from it. In any other
event, the attacker wins.

Ambush markers can be as simple as small scraps of paper,
or they could take the form of modelled counters as shown
on this page. The undersides are marked with a tick or a
cross, determining which are dummies and which represent
the actual unit.

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game Length.

Hidden set-up: For each Infantry unit starting the
game in ambush, the attacker gets Cl single 'ambush
marker'. In addition to these markers, the attacker
gets D3+3 'dummy markers'. It is these markers,
rather than the units they represent that are
deployed at the start of the game.

Hidden Movement: Markers may move around the
table, moving as infantry, until they are revealed as
described below. Markers are subject to the slow
and purposeful universal special rule, representing
the ambushing units sneaking around.

Detecting Ambushers: Whenever a defending unit
wishes to fire on or assault a marker, you must first
test to see if the unit can detect the ambushers.
Make a night fighting roll, and if the marker is
within the distance rolled, it is removed if a dummy,
or the unit placed if it is not a dummy. At least one
of the ambushing models must replace the marker,
with the rest in unit coherency and further away
from the spotting enemy than the marker.

Ambushers Shooting or Assaulting: Should the
ambushing unit shoot or launch an assault, markers
are removed and the unit they represented set up.

These ambush markers have all
been modelled to represent
troops hiding or sneaking about.

These markers have been modelled to represent 'blips' on a
scanner readour. The upper surfaces are marked with the
number of the unit they represent.
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EVACUATION
On a lonely station in a forgotten frontier system, valiant but outnumbered Space
Marines face the advancing tendrils of a Tyranid Hive Fleet.

Inspired by the research station set on an airless moon
(page 238), we decided to make some rules for
fighting in low gravity and vacuum. On top of these
simple environmental effects. we decided that an alien
attack on the isolated base would be an excitmg and
charaeterful game to play The landing pad suggested
an evacuatIOn, perhaps of an important IndIVidual. and
so that would be<:ome the objective of the game.

We decided to play this game between Space Marines
and Tyranids. perhaps representing one of the early
battles of the First Tyrannic War, when the lmperium
had little idea of the horrifying enormIty of Hive Fleet
Behemoth. A model was converted to represent a
high-ranking Adeptus Mechanicus Genetor, whose
survival IS key to the ongoing fight agaInst the
invaders. Of cou~, If you want to try this missIOn, you
don't have to make a specIal model - you could use
any sUItable miniature from your collectlOO.

Furthermore, this scenario could be played between
any two armies. Imperial Guardsmen might be issued
rebreathers when fighting In a near or total vacuum,
while races such as Orks are so hardy it can be
ImagIned that they can go several hours In such
conditions WIth 00 ill effects. As ever, the limits are set
only by what possibilities you can dream up!

Battle rages across the Imperium and beyond.
from hive worlds of soaring gothic towers. to
planets with atmospheres so corrosive they would
strip an unprotected warrior to bones in seconds.

Such settings make Ideal inspiration for your
games. By creating your own Mission Speoal
Rules and objectives, your battle can take place in
any setting In the galaxy.
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Space Man"nes'
Deployment zone

Adeptus Mechanicus
Genetor starting position

Tyranids'
Deployment zone

Landing pad and escape shuttle.

The Adeptus Mechanicus
Genetor model used in this
mission was converted from
a 5ervitor miniature.

The attacker then places his army, within 8' of the
opposite table edge from the shuttle. The defender
has the first turn.

DEPLOYMENT
The defender sets up his entire army in the centre of
the table, anywhere more than 18· from any table
edge. Place a suitable model to represent the escape
shuttle, or simply indicate a departure point using a
marker of some sort. The model representing the
Genetor is placed more than 24' from the shuttle.

OBJECTIVE
Kill points are used to determine the victor, as per
the Annihilation Mission (page 91). The real focus
revolves on the fate of the Genetor. The defender
earns 3 kill points if the Genetor gets into base
contact with the shuttle (where he instantly makes
good his escape). The attacker earns 3 additional kill
points if the Genetor is removed as a casualty.

The Genetor has the following profile.

Infantry models may move over terrain in the same
manner as jump infantry (though they are still
limited to 6~ of movement). Any such movement
that ends within area terrain will result in a
dangerous terrain test. Models that run must roll an
additional 06 and pick the highest result, but if a
double is rolled, every model in the unit must make
a dangerous terrain test.

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game Length.

Models with more than 1 Wound on their profile
lose not one but 03 Wounds when they suffer an
unsaved wound. All attacks, both shooting and close
combat, use the Rending rule.

Vacuum: Combat in a vacuum is a lethal affair, for
even glancing strikes may puncture air-tight suits and
cause explosive decompression before self-repair
systems can contain the damage.

low gravity: Fighting in a low gravity environment
is a dangerous undertaking, for while troops may be
able to leap great distances, they can easily wound
themselves on landing, or become entangled in
dense terrain.

ld Sv
7 4+

WSBSSTWIA
2333121

Special Rules:
Slow and Purposeful, Independent Character.

Genetor
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BROKEN ALLIANCE
The leaders of three separate armies are meeting under truce when negotiations
break down - violently!

The Warhammer 40,000 rules accommodate two
opposing sides, and it is OOfmally assumed that if you
have extra players. you will aSSign them to one team or
another. However, it is possible to play WIth three (or
more!) different sides. WIth only it slight moc:!lfication to
the rules.

Why would you want to do such a thing? Well, playing
a three-way multiplayer battle can be enormously fun.
as it opens up a whole range of opportunities for
impromptu alliances. backstabbing and ganging up.
The game will be chaotic and tense, especially if you
use a system for randomly determining the order of
play each turn, as we have In this example scenario.

The scenario could represent an alliance gone bad, or
three opposed forces fightIng over the same objective.
In the case of a broken alliance. the leaders of the
three armies have come to blows whilst meeting, and
before anyone knows what's gotng on angry curses are
filling the air and the bullets start flying. Meanwhile,
each army is in Its camp, not expecting there to be any

trouble. There will be a moment of confUSIon white
troops reach for weapons and crews rush for their
vehicles, before the battle reaJIy gets underway.

If you enJOY the rules for playing a multlplayer game,
you could also try adapting any of the standard
miSSIons presented in the main rules sectIon to
Incorporate extra sides.

A three-player battle could be fought with any
combination of forces, but we thought the
scenario leant itself well to a fight between three
armies of the same race. There are several races
that. according to their background, are Just as
likely to fight one another as the enemy. The most
obvious ones are the arks, Chaos Space Marines,
and Dark Eldar, but you could take InspiratIOn
from the background to Justify almost any such
interneone banJe.
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DEPLOYMENT
Place a marker or piece of terrain in the exad centre
of the table. This represents the meeting place.

Each player must place a marker terrain piece to
represent his base camp. No base camp may be
placed within 18" of the centre of the table. or
within 30" of another base camp. To determine the
order in which base camps are placed, each player
rolls a 06. The player that rolls highest places his
base camp first, followed by the other players in
order of their die rolls. In the same order, each player
takes it in turn to place an HQ unit within 6' of the
centre of the table. The unit may not include a
transport vehicle.

Using the same order again, each player takes it in
turn 10 deploy their armies, within 12" of their camp
marker. Models must be placed more than 24" of an
enemy. Units may be kept in reserve, entering play in
the normal way, from the point on the table edge
closest to their base camp.

OBJECTIVE
With the unexpected eruption of violence, each
army finds its encampment under threat. In order to
win the day, they will have to protect their own
camp, whilst destroying those of their enemies. The
marker in the centre of the table, and the camp
markers of each army, must be controlled. At the
end of the game, you control a marker if there is at
least one of your scoring units, and no enemy units
(whether scoring or not), within 3" of it. The player
controlling the most markers wins.

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game Length,

Confusion: The warriors of each army are initially
unprepared for the sudden battle. All units must roll
a D6 at the start of their first turn. Those that roll a
4+ can act normally, but those that fail this roll
cannot move, shoot, assault or use psychic powers
until their second turn (although they can fall back
and will fight normally if assaulted by an enemy).

Three player rules: To determine the order of play
in game Turn 1, all three players roll off. Play goes in
order from the player who rolled highest to the
lowest. In subsequent game turns, the player that
went first in the previous game turn goes last, with
the other two players rolling off for first go.

Play proceeds as it would in a normal game of
Warhammer 40,000. When it comes to the Assault
phase, only those assaults involving the player whose
player turn it is are fought. Assaults may not be
launched against ongoing combats involving the
warriors of both other armies, so three way close
combat is not possible.

Shooting into close combat: In the shooting
phase, a player may fire into an assault that does not
include his own units. To do this, nominate the
target unit as normal. Having rolled to hit, you will
need to determine which of the units engaged in
the swirling melee are actually struck. Roll another
dice for each hit. Each dice that roHs 4+ results in a
hit against the target unit, while any other result
means the target's opponents are hit instead.
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CITIES OF DEATH
In the nightmare future of the 41st Millennium armies battle one another to
annihilation amid the ruins of shattered cities. Cities of Death allows you to take
your gaming into the deadly confines of the urban warscape!

A NEW SETTING
Cities of Death is an expansion book for the game of
Warhammer 40,000, showing you how to take your
games into the corpse.strewn cities of the far future.
Cities of Death expands the game by presenting new
rules and misSIons, all designed to get the most out of
thIS most blood-soaked of warzooes.

sening a game In a ruined city is an eXCltmg challenge.
You will find yourself utilising entirely new tactics, and
fielding your army In ways you never have before.
Densely packed City rUins restria lines of SIght and
concentrate ranged fire into deadly killing zones. Troops
hug the cover as they close in on their foes, desperate
firefights breaking out around vital objectives. Often,
the possession of a building comes down to a bold
charge into close combat, though making such a move
will be costly for the attacker. You will soon discover
that dtyfighting IS a bloody bUSiness. By the time the
dust is settled and the battle is over, both vtCtor and
vanquished will have paJd a terrible pnce In the lives of
thelr warriors.

The upper levels of ruins can
provide exceIknr finng positions
- unless line of sighr is bkxked
by other ruined buildtngs.
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TERRAIN
Every cityfight is dominated by ruins, and all of the
rules presented within Cities of Death interact with
them in some manner. Ruins affect how armies move
and fight and therefore how games are played, but you
don't need a whole CJty's worth to fight a battle.

Clues of Death IS designed to make the most out of
Cltadel's range of plastic Warhammer 40,000 buildings.
With these hKJhly detailed and versatile terrain kits. you
can quickly and eaSIly construct your very own ruined
CIty. One or two of these ruins Will see plenty of use in
conventional games of Warhammer 40,000, but collect
more and you will soon have an entire city sector to
defend or smash asunder as you see fit.

A ratJk ser up for a ciryfighrmg rrusskln
WIll feature a number of dry~
clustered In !he centre of the battlefield.
Many rMSions focus on caprunng !he

rulflS themselves. ensunng a c*:lse lough!
and extremely bloody game.

A cunning commander will prorea
his infantry by making use of an !he

rulflS, rubble. and craters around in
an urban erwrronrnent.



Birs of rubble and smashed machinery
add extra detail to a model's base.

This Terminafor's base is modelled to
represent the ruins of an Imperial city.

WARHAMMER 40,000: Cities of Death 275



WARBOSS BLUDGUTZ' CITYFIGHTERZ

•

Although any army can be used in a cityfighting mission, many players like to pick
their units specially, and paint and model them to fit the setting.

Matt Toone is a huge fan of the Cities of Death setting,
so when he decided to collect his new Ork army, he
took the opportunity to focus on using it in cityfighting
missions. Every aspect of the army collecting process
was geared towards making the army a great
cityfighting IOfee, from the choice of units to the way
each model is paInted and based.

Starting with an army list of 1,500 JX)Lnts. Matt
considered the dense tefrain of a Cittes of Death
battlefield. He knew that the rUins would force him to
make less use of vehicles and a lot more of Infantry.
Therefore, the army's core is made up large mobs of
Ork Boyz. supported by Deft Dreads and Kllla Kans.

Matt painted hiS miniatures to stand out strongly
on the urban battlefield, while his grey bases are
designed to blend in to the setting. When dry-brushing
the final highlight with Fortress Grey, Matt carried the
brush work up the legs, to give the Boyl the
appearance of being covered in concrete dust.

Man's favourite tactic is to make use of the 5e'Ner rats
stratagem, a special rule usable in dtyfightlng missions.
This allO'NS his force to enter play via a number of
sewer entrance markers. Both the Burna Boyz and the
Tankbustas are partICularly effective in this role,
emerging from the sewers to wreak havoc on enemy
Infantry and tanks.

The tops of the models have grey bases and chunky t.itt of
sand and rock to bert~ fir in on an utban battlefield.

In the dense renam of a city
Tribu5ras can more easily
dose WIth enemy armour.

Bumas are dead1y It'l a
rumed aty, because they
negate COW'f" sal'eS.

Matt has made 'sewer rats' stratagem markers, modelled to
march his army. When strategk<JlJy placed. these marken
allow unit!> in Reserve co depJoy onto key locatIonS, offering
porerwally gatr'Ie-WInnNJg counrerarracks.
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Matt uses his Looted Wagon

to punish any foe that strays

into the open,
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APOCALYPSE
Apocalypse allows you to take your games of Warhammer 40,000 to a whole new
level. In an Apocalypse game, you are not limited to leading a single detachment
into combat - instead you will lead hundreds of warriors, dozens of tanks, and the
mightiest of war machines to battle against your foes.

Z78

Apocalypse is an expansion for the Warhammer 40,000
game, pfOVlding everything you need 10 know in order
to fight really huge battles. The expansion has been
wrinen to cater for those garners who Just can't stop
collecting models and love nothing more than the
spectacle of a huge force deployed for battle.

Apocalypse describes how to set up and run games in
excess of 3,000 points per side. In additJon, the book
provides a number of 'legendary units'. such as the
mighty Baneblade super-heavy tank and 'battle
formations' such as the Space Manne Masters of the
Chapter. These are Unlts of such awesome pD'Nef' that

they would dominate a normal game of Warhammer
40,000. They afe ideal for use in large games though.
where they will face other such units and not unduly
unbalance the game.

lastly, and perhaps most importantly, the expansion
provides lots of practical advice on running really large
games. Everything is covered, from organising your
game beforehand, to playing a huge 'floor war'. You
may not get to play such large battles every we€k, or
even every month, but you can be assured that when
you do, they will be amongst the most memorable and
exciting games you will ever play!

The Apoca.wse supplement m'ltams
lots of useful advice on serong up the
huge ral*s needed lO play such

""""""" ..-



-

Large models such as the Baneblade or even
massive Titans are the natural stars of an

Apocalypse game. Despite this. don't be fooled
into thinking rhot troops aren't useful- it is the

lowly infantry that are essential for holding
onto objectives and winning games.

Apocalypse allows you to field all your
infantry. all your ranks, all your special

characters - literally your entire collection.
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This batik-worn Baneblade has been painted
up to march its owner's utban camouflaged
Imperial Guard - the fightin' GJdian 7200.
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fofgf> Yib'1d make large WdrlJammer 40,000 rf'SIfI modeI5like this mtghty Warl!ound Tit.wJ and grexmd·shaking Orl: Squiggoth.
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TOURNAMENTS
Many players like to test their gaming mettle by pitting their generalship against
others in a tournament. If you've ever considered running such an event for your
gaming group, here are a few useful pointers.

•

At a tournament, players come together for a single
day or a whole weekend of their favourite wargame.
At the end of the event, one of their number will stand
victorious having earned the highest number of wins
throughout the rounds. For many, such events are the
pinnacle of their hobby. They are a great way to meet
new players, face new armies and really challenge their
knowledge of their own and their opponents' army and
of the subtleties of the game.

A tournament does not have to be a huge event run by
others - you can easily host one yourself. All you need
is a group of players and a little organisation I

The most commonly used tournament format is the
'Swiss system'. The best thing about this system is that
it allows everyone taking part to play the same number
of games, and after the first round, everyone is
matched up against someone of roughly the same
ability as themselves.

A Swiss tournament is played in a number of rounds,
dependent on how much time is available and how
many players are taking part.
Bearing in mind that a decent sized
game of Warhammer 40,000 is
likely to take a few hours, about
five rounds over the course of a
weekend is a common number.

Whal tabletop
commander doesn'l aspire
to placing an award next
to his al/<onquering
army? Nothing puts a
spollight on your tactical
genius like a hard-ffirned
battle trophy. Such a
monument to greatness is
sure to draw the respect
of your comrades in
arms (and also
their petty and
jealous ire!).
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In the first round, players are drawn against one
another at random. A number of points are awarded
for a vidOry, less for a draw and less still for a loss. In
subsequent rounds, players are paired up according to
their running total score, the player in first place
against the player in second place, the player in third
place against the player in fourth place, etc. Once all
the games have been played, some tournaments add
additional pOints for such things as painting,
sportsmanship, army composition and the like. This
ensures that the overall winner is truly a prince
amongst garners, having excelled himself in every
aspect of the hobby.

LEAGUES
Not everyone has the time to put aside a whole
weekend to attend or run a tournament. Instead. you
can always use the Swiss system to run a league. This is
done in exactly the same manner as described above,
except the games are spread over a period of weeks.
Many gaming stores and clubs run such leagues, and
keep track of them on results boards. Such leagues
really keep the players on their toes, and provide a
focal point for the store or club's adivities.

If a league has a large number of people wanting to
sign up, they often divide their players into subdivisions.
Some even organise play-offs between the winners of
each subdivision, resulting in a single player being
awarded a truly memorable, and hard·fought title.

One of the winners at a warhammer 40,000 Tournament.



Most toumaments are organiSf!d by
small clubs or groups of friends simply
arranging to play on the same day.
The events pictured here, however, are
formal Grand Toumaments that can have
hundreds of gamers battling it out for
fame and renown.

In some toumaments, players score extra points for haVing well painted armies. Many players credit the looming date of upcoming
toumaments as providing the impetus for getting their entire army painted.
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GETTING INVOLVED
One of the best things about Warhammer 40,000 hobby is the community that has
sprung up around it. There are a host of events and activities where like-minded
enthusiasts can meet to game, or just talk about the hobby.

Warhammer 40,000 can be a very involvmg hobby and
over the years the popularity of the game has soared.
Indeed, It can be reliably said that Warhammer 40,000
enthusiasts are everywhere and come from all ages
and all walks of life. Whether you are just getting
starting out or are a long-time hobbyist, it's always fun
to meet, game and talk with other enthusiasts. Here
are some great ways to get more involved.

LOCAL GAMES SHOPS
One of the best places to learn more about the game
is at your local Games Workshop store. You can find
Warhammer 40,000 miniatures, books and essential
hobby supplies there. You'll also find that our stores
are staffed by experienced gamers who can offer
advice If you have any questIOns or WIsh to take part
In an mtroouctory game. Our stores are also excellent
places to meet other hobbyists. As most will have
played other Games Workshop games, they're a good
starting point if you're new to the hobby.

You can also find Warhammer 40,000 mlntatures and
books In a larger network of mdependent toy, hobby
and game retailers across the world. Many of these
stores offer modelling advice in addition to stocking the
Warhammer 40,000 range.

GAMING ClUBS
Gaming is a sociable hobby and you will not be
surprised to hear that there are many clubs that cater
for gamers of all ages and tastes. Of course, you don't
need to be part of a club to enjoy gaming, but there
are plenty of advantages, and it is nice to meet people
who share your own passion for gaming.

Being in a club means you will never be short of an
opponent for a battle, and in addition, there'S always
someone WIning to show you how to play a new game
or Imprcwe your painung or modelling skIlls. Some
dubs band together to produce huge and ambitious
terrain projects and to organise excitmg campaigns.

Clubs come in all shapes and sizes. Even just three
or more hobbyists who meet regularly to enjoy a
game count as a dub. If there isn't a club near you,
why not consider starting your own7 All you need is
a group of like-minded friends and a place to meet.
From humble beginnings many a large gaming dub
has grown.
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TOURNAMENTS
Warhammer 40,000 tournaments take place In most
countries at some tune in the annual calendar. Some of
the most prestigIOUs events are organised by Games
Workshop, under the banner of the Grand
Tournament. There are, hovoIever. countless other
competitions run not only by our own staff but by
other enthusiasts and fans of the game. Tournaments
are about testing your mettle against other tabletop
generals; they also encourage you to show off your
painted army and meet other players. Tournaments are
not for the faint hearted. but they are open to all with
the tenacity and desire to conquer - and they all
reward you with a chance to hang out In the company
of other players after the duelling is done.

CAMPAIGNS
Competition for CompetltJOO'S sake is not for everyone.
With this in mind. it's also possible to take part In a
variety of events that are all about creating a story
through the gaming exploits of a group of players.
Many of these are organised as weekend or one-day
events by clubs, our staff, or independent stockists. Yel,
it doesn't stop there: campaigns sometimes grow into
enormous affairs, and sometimes even boil over to
engulf the entire globe, such as with the Fall of
Medusa V campaign that took place In 2006.

GAMES DAYS
Each year across the globe Games Workshop hosts a
senes of Games Day events to showcase the whole of
the hobby, including not only Warhammer 40.000 but
our other games, miniatures and more cool stuff too.
Each event is unique, reflecting the style and scope of
the hobby in the country that hosts it, prOViding
massive, spe<tacular battles to take part in, terrain and
models to marvel at, and new ideas to explore. One of
the many highlights of each Games Day is the
prestigious Golden ~mon painting competition, where
the best painters In the world show off their talents
and compete for the coveted top prizes.

£
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FINDING OUT MORE
WHITE DWARF MAGAZINE
White Dwarf magazine is Games Workshop's monthly
hobby supplement. an essentIal publicatlOl1 for
everyone who is interested In any aspect of the Games
Workshop hobby. Modelling, painting. terrain building,
new rules, sc:enanos and more can be found WIthin its
hallO'Ned pages. White Dwarf has loads of artldes
based on different aspects of Warhammer 40,000 so
you can get the most out of your games, Induding:

• News on forthcoming releases.

• Exciting and informative battle reports.

• Advice on painting and assembling your models.

• In depth tactics articles.

• A complete list of Games Workshop stockists
in your region.

• New missions to fight.

• campaigns.

• Terrain building.

• Showcase armies.
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•

Battle reports offer
invaluable tactical advice
for the beginner and veteran
alike. They provide a rare
insight into a commanders
head dunng a battle. and
make fO( acoon..packed reading
to boot!

BAITlE REPORTS

for many years, one of the !~t~PO~PU:~:';;;;;;;;;;;;~:~;;;;;:~;;;;;;;;;;;;;;;;;;;;;;;::iseries of White Dwarf articles has been
the battle report. These articles offer
blow-by-blow accounts ,.""')
of battles. The action \,\,£A.'V"'i fUll:.
in question could be an \)t--l"f)'ER _--
Important hlstonc battle .. __~~::::,;::::

--~---.-. ~-='---from the unIVerse of ~~-- ~..-:;:.-.;?:"~

Warhammer 40,000 ~=-~~ :;:?~~:'.=';
Of it could be a ~-:.- ~

~-::.:::
competitIVe grudge match ~.~

between two masterful ~~
.~tabletop generals. ~-:'_::.._

~o;!':;;.­
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WARHAMMER 40,000
ON THE WEB

Perhaps one of the best ways to find
out more about Wamammer 40,000 is
to access the Games Workshop
website. This vast reservoir of
information has pidures of every
Warhammer 40.000 miniature currently
available, painting guides. sample army
lists. getung started InformatJorl and
lots more. You can also find additlOllal
artJdes. assembly gUides. scenarIOS,
pl'"evte'WS of upcoming new releases
and a library of fantastic hobby projects
you can build yourself.

The Games Workshop website also has
a store locater allowing players to find
the Games Workshop store or
independent retailer that is nearest to
their home or travel destinatJoo. If no
shops are nearby you can fmd the full
range of product5 on our safe and
secure ooline store.

www.games-workshop.com
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INTO THE FAR FUTURE
If you have made it thus far, then you are neanng the
end of the book. However, your viSIt to the 41st
MIllennium is. we hope, Just begmnmg. Yoo may have
mastered all the rules, but there are always more
cunning tactics, devious opponents and hard-fought
campaigns and tournaments to challenge you. You may
have read fNery word of history In thiS tome, but each
Codex is packed with even more background, famous
characters and events. For those looking for even more
epic tales. the Black library publishes dozens of novels
set in the universe of Warhammer 40,000. You may
have painted a force and decked out your battlefield.
but you can never have enough reinforcements, allies
or even whole armies, and building terrain is an art·
form in its own right. You may have played all the
missions printed here, but every expansion presents a
new setting that changes how the game plays, and
there IS endless scope for Wrltlng your own scenarlOS,
campaIgns and house rutes.

Here at the Games Workshop Design Studio our staff
are constantly exploring this Dark MllIennlum. In the
Games Development department AIessJo IS devISIng hIS
army list for the next Grand Tournament, Phil is trying

Games Developer AIessio Cavalon'

oversees- playresrlng.

The staff of Games
Workshop 'hard at work'
on lhe new game.
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to finish enough ark 80yz for a mighty Waaagh! while
our restdent tread-head Andy IS painting the 26th
vehICle In hiS tank army. In the Hobby department, Neil
IS expanding hIS aty-fightlng Space Manne army into a
full banle company, JOflesy is finishing the latest
hideous addition to hIS Nurgle horde and Dom is
wrltlng hiS own experimental rules for his new army.
The 'Eavy Metal pamters are planning their entries for
next year's Golden Demon competition, while over in
the White Dwarf bunker Matt is working on his ninth
power-armoured army and Christian's second
Baneblade takes his Chaos army up to 11,000 points!
A small group is preparing the next Studio campaign,
including new missions and unexpected events, and
everyone is plotting revenge on their old rivals.
And thiS IS all just in our spare time, qUite apart
from an of the Codexes, expanSIons, articles, web
campaIgns and other secret prOjects we are working
on In our 'day .tObs'.

We trust you are Inspired to carry on the adventure - if
you are anywhere near as enthuSIastIC as us, you won't
be able to help yourself. So look to your wargear and
advance Into battle. A galaxy of endless war awaits!

MCome: forth you mighty wuriors.
gathe:r uodc:r the: bloodstilioe:d bilOOe:rs
ilnd grisly trophic:s of conquest."

Warmutcr Cencr,1 Sour Ml(htrius



REFERENCE
Within these final pages you will find statistics for f!Very troop type for
each of the armies in Warhammer 40,000. Although the entries in this
section are coned at the time of printing. the Warhammer 40,000
game system is constantly growing and developing. As such. in the
event of any contradiction between this section and any of the
individual codexes. the cOOexes atways take precedence. We have also
included rules for victory points. For players that want to use them.
these provide a tiebreaker in the event of a draw. or a more detailed
measure of which side has destroyed more of the enemy. At the back
are summaries of the Movement, Shooting and Assault phase and the
most commonly used charts for easy reference during battle.

The universe IS a big place and. whatever

happens. you will not be missed...
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4 8 4. W5 .5 5 T W I A Ld 5.

Death Company 4 4 4 4 1 4 2 9 3.
3 4.

DARK ANGELS
4 3. W5 .S S T W I A Ld S.

Chaplain 5 5 4 4 2 5 3 9 3."
A 3 S 3 103+"

4 2 9 2.'

4 2 9 3. Interrogator- S 5 4 4 3 5 3 10 3+"

Chaplain

5 S
Ravenwing 4 4 4 4{51 1 4 8 3.
Biker

SPACE WOLVES
WS .s S T W I A Ld S.

Wolf Guard 5 5 4 4 2 5 4 9 3.
Battle Leader

• 1 •
Blood Claw 3 3 4 4{51 4 1 8 3.
Biker

W I A Ld S.
1 4 2 9 3.

2
3 5 3 10 3+"

2 10
1 4 2 9 3.

REFERENCE: Space Marines

W5 .5 5 T
Apothecary 4 4 4 4-Captain 5 5 4 4

• 4 4
Company 5 4 4 4

Champion- ..
Librarian 5 4 4 4

Scout Biker 4 4 4 4{51

• 4
Servitor 3 3 3 3

• •
Space Marine 4 4 4 4(5)

Biker

"Terminator 4 4 4 4

Veteran Sergeant 4 4 4 4

SPACE MARINES

SPACE MARINES



VEHiClES
Armour

front Side Rear 85
Drop Pod " " " 2

land Raider Crusader 14 14 14 4--land Speeder 10 10 10 4

I 10
Ra'O<bad< 11 11 10 4

11 11 I •
Vindicator 13 11 10 4

11 11 •
DREADNOUGHTS

Armour
W5 85 5 Front Side Rear I A

Dreadnought 4 4 6(10) 12 " 10 4 2
• 6(10)12 2 , •

Space Wolf 5 5 6(10) 12 " 10 4 3

venerable
Dreadnought

Range 5 AP 1\'pe
Multi-melta 24· 8 1 Heavy 1, Melta

l~ 2 Pis1ol.GetsHotI
Plasma gun 24· 7 2 Rapid Fire,

Gets Hot!

Shotgun
Solid shot ". 3 Assav'2
Manstopper ". 4 Assav.2

3<;. l;;ii;por.

StOfffi bolter 24· 4 5 Assault 2

5

Whirlwind··

Vengeafl(e G12-48' 5 4 Ord. 111..arge Blast
Caste/ldn GI2-48" 01. 01. Ord. llLalge Blast
Incendiary G12-48" 4 5 Ord. l/large Blast.
r.ste/w. Ignores (OYer

WEAPONS
Range 5 AP 1\'pe

Assault cannon 24· 6 4 Heavy 4, Rending
•

Bolt pistol ". 4 5 Pistol

Deathwind ". 5 6 Heavy 1,

Large Blast

Aa..... Template 4 5 Assauh 1

315 5
Heavy f1amer Template 5 4 Assault 1

Lascannon 48· 9 2 Heavy 1
2" -Missile launcher*

F'"9 ... 4 6 He;r,.y 1, Blast
<'Ok ... 8 3 Hea'oY 1
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IMPERIAL GUARD
VEHICLES Armour

WS BS S T W I A Ld S. Front Side Rear BS
Commissar 4 4 3 3 2 4 2 10 5. Basilisk 12 10 10 3
C 2 2 3 3 1 3 1 5 5. Chimefa 12 10 10 3
Guardsman 3 3 3 3 1 3 1 7 5. Demolisher 14 13 11 3- 3 4 3 3 1 3 1 B S+ 1 1

-.an Leman Russ 14 12 10 3
Hardened 3 4 3 3 3 2 8 5.
Veteran Sergeant Armour

Heroic 4 4 3 3 3 4 3 9 S+ WS B5 S Front Side Rear I A

sentinel 3 3 5 10 10 10 3 1
Junior Officer 3 3 3 3 3 2 8 5.

Weapons Range S AP 1\<pe
Ogryn Bone 'ead 4 3 5 4 3 3 3 9 5. Autocannon 48" 7 4 Heavy 2

72" . I,

Ratling 2 4 2 2 1 4 1 6 5. Boltgun 24" 4 5 Rapid fire

2 2 3 3 1 3 1 8 S+ 2" 5.. Demolisher 24" 10 2 Ord. 1, Large Blast

Senior Officer 4 4 3 3 2 4 3 8 5. 2 " 3 Old. I, "' Blast
3 3 3 3 1 3 2 8 S+ Flamer Template 4 5 Assault 1- Grenade Iaundter'"

4 3 3 3 8 4. l""9 24" 3 6 Assault 1, Blast

3 3 3 8 Ktak 24" 6 4 Assauh ,

Heavy bolter 36" 5 4 Heavy 3

Te<h-Priest 3 3 3 3 8 3. flame< Tern 5 4 """ 1

Enginseer Heavy stubber 36' 4 6 Heavy 3

12" 3 5 ""01
Hellgun 24" 3 5 Rapid fire

m
. . nI• 8 3 H 1

Inferno cannon·· 24" 6 4 Heavy 1, Template
4"

laspistol 12' 3 Pistol

48" 9 2
Meltagun 12" 8 1 Melta, Assault 1
lA.... ,

I:: 48" 4 6 Heavy 1, Blast

48' 8 3 ......... ,
Mortar G4S" 4 6 Heavy 1, Blast
lA_ 36" 6 6 3
Multi-melta 24" 8 1 Melta, Heavy 1_cannon

6" 1 ... "Plasma gun 24' 7 2 Gets Hot, Rapid Fire

12' 1 Gets Pistol
Ripper gun 12' 4 6 Assault 2

12' 3 Assault 2
Sniper rifle 36" 6 Sniper, Pinning, Heavy 1

5100n boItBr 24" 4 5 Assault 2

• II4ynn, either !rag or kr<1k~
•• PWe fI.Jmer template"" target. Roll trJ hit. Ifyoo hi, .NI fTIOIiet tood>edby

rempldte<Jf"hit. Ifyoomifs, /My_M""" 4+.
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FORCES OF THE IMPERIUM
AGENTS OF THE IMPERIUM VEHICLES (cont.) Armour

WS BS S T W I A ld Sv WS BS S Front Side Rear I A
Arco-flagellant 4 0 4 5 1 4 1106 8 -" Dreadnought 5 4 6(10) 12 12 10 4 2
Crusader 3 3 3 8 .."

"""- Engi
2 5(10) 11 1 10 3 D6

Daemonhost 4 4 6 4 4 4 D6 9 "
!lea Cuh 4 3 2 8 -" Weapons Range S AP Type

Assault Cannon 24" 6 4 Heavy 3
Henchman 3 3 3 3 1 3 1 8 6+

_un
24- 4 5 ' fl..

m I 5 2 5 3 0 " Bolt pistol 12" 4 5 Pistol
Inquisitor 4 4 3 3 2 4 2 8 4+ Exorcist missile ..- I

u;';' Lord 3 3 3 3 10 3+ Flamer Template 4 5 Assault 1
Priest 3 3 3 3 2 4 2 8

Slam 3 3 1 3 8 .. Heavy flamer Template 5 4 Assault 1
Warri:lr Henchman 3 4 3 3 1 3 8 4+ I' 2- 5

Hellgun 24" 3 5 Rapid fire
GREY KNIGHTS Ind...- - 5 4 Assault 1; no

W5 .5 5 T W I A ld Sv nv,or
5 5 4 4 3 5 4 10 2+" Inferno pistol 6" 8 2 Pistol; melta

G 5 4 4 4 1 4 1 8 3+ 1 -
4 4 4 1 4 3 10 2+" Lascannon .. " 9 2 Heavy 1

4 4 4 1 4 2 10 2~ 1 - •
Multi-laser 36" 6 6 Heavy 3

5 4 4 4 4 2 9 3+ 2 - 8
•• /ndiI:ares a 4+~ 5.M!. s. Indicdr"" a S.~ So.... Needle pistol 12" 6 Pistol: wounds on 4+- 18 "6' "4' ; ognom
BATILE SISTERS Waybefired Invulnerable saves

WS '5 S T W I A ld Sv as an assault Of 36- 6 4 Heevy3;_
Battle Sister 3 4 3 3 1 3 1 8 3+ ble Saves
Canoness 5 3 3 3 0 + Shotgun 12" 3 Assault 2
Celestian 4 4 3 3 1 4 1 9 3+ 5 4 5 2

n 4 4 3 1 9 3+ Stake crossbow 24" 3 5 Assault 2; wounds

5 psykers on 2+ with
Mistress 4 4 3 3 1 4(5) 2(3) 10 4+ no Save.
Palati 5 3 2 4 2 9 3+
Seraphim 4 4 3 3 1 4 1 9 3+ ORBITAL WEAPONS S AP Not..

om 3+ Barrage bomb 6 4 Ord blast
1

Sister Repentia 4 4 3(6) 3 3 6 4+ Melta torpedo 8 3 Ord blast;

u 3 9 206 Armour Pen

-out ,
VEHICLES Witch Hunters

Armour

front Side Rear ., NEMESIS FORCE WEAPON BONUSES
Chimera 12 10 10 3 Strength Power Force

Exortist 13 1 10 Rank bonus weapon weapon
Immolator 11 11 10 4 Grey Knight +2 No No

od Raidef 14 14 14 G Kn' ht Brother<a " +2 Yes No
land Raider Crusader 14 14 14 4 Grey Knights Grand Master +2 Yes Yes
Rhino 11 11 10 4 G Ko" ht JusticarlTerminator +2 Yes No

REFERENCE: Forces of the Imperium 293



Assault 1::==]

5 5 Heavy 1, Blast

Twin-linked

Assault 1

Melta, Assault 1,

IlMyt._

7 2

Template 5 3

Chaos Land Raider 14 14 14==]4
C

===]

Chaos Rhino 11 11 10==4i::===]

Sonic blaster

Plasma Cannon 36"

Plasma Pistol

Doom siren

Armour

WS BS S Front Side Rear I A
Chaos 4 4 6 12 12 10 4 3
Dreadnought

2:12 10 3

Weapon Range 5 A' Type

Autocannon 48' 7 4 Heavy 2

Blastmaster*
Varied frequency 36' 5 4 Assault 2, Pinning

Single frequency 48' 8 3 Heavy 1, Blast,

Pinning

Havoc Launcher 48"

• May fin! eir!II'r al a ,;ng", or~ "'-'quen<y.
"May fire eft!te< 'rag or krak mis>iIf's.
"'May fin! either AssauII 2 or Uea>y 3

VEHICLES Armour
Front Side Rear BS

MI murdered thou»ods for the Emperor lDd he give:
me nothing except his diffinio8 silence. Now his
bpdogs YIP {or every life I take. while the gods
promise me the 8lbxy.M

CHAOS SPACE MARINES

WS BS S T W I A Ld Sv
Aspiring 4 4 4 4 1 4 2 10 3+
Champion

_0 • 0 I
Berzerker 5 4 4 4 4 2 9 3+

Chaos Biker 4 4 4 4(5) 1 4 9 3+

ChaoS 0 4 4 o4I5l f

~~
Chaos lord 6 5 4 4 3 5 3 10 3+"

0 4 0

Chaos Spawn 3 0 5 5 3 3 06 10

Chaoeri Chaos

Noise Marine 4 4 4 4 5 9 3+-- 4 4

Obliterator 4 4 4 4 2 4 2 9 2+"

Plague Marine 4 4 4 4(5) 3 2 10 3+

Champion

4 4
Raptor 4 4 4 4 4 9 3+

Space Marine 7 5 6 5 4 5 4 10 3+"
Daemon Prince_8

0 6
Summoned 4 0 4 4 4 2 10 ."
lesser Daemon

4 4 •
Terminator 4 4 4 4 4 3 10 2+"
Champion

iiiiUsaiiil Sons • •
+. IrIdicares l4+~ sa....
\. IitdkiJle< l 5+ Invu/nerabJe sa~_

s..... ¥llIfbod
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Ld 5.'
10 ..

""
10 oh

0 0"
10 0"-

2 7 4

2

1 6 4

W I A

VEHICLES Armour

W5 .S S Front Side Rear I A
Soul Grinder 3 3 6(10) 13 13 11 3 4

Weapon Range 5 AP Type
Mawcannon

vomit template 6 4 Assault 1

tongue 24- 10 1 Assault 1

phlegm 36" 8 3 Assault 1, large blast

Harvester 24- 4 5 Assault 6

" Indicdres .. 3.1rwv/nefabie s"ve.

•• IntPcates .. 4+ /muInetible ~.

~ Indicates a 5+ lfMJIrH>rible Si",.

Tzeentch Herald 2 4 3 3 2 4 2

10 -"

10 -"3

3

2 3 3 3

n
3 0 4 4Screamer

Pink Horror

Nurgle Herald 4 3 4 5 2 3 2 10 -"

Daemon Prince 7 5 5 5 4 5 4 10 Jo

Flesh Hound 4 0 4 4 1 4 2 10 oh

0 4 1
Great 6 4 6 6 5 2 4 10 0"
Unclean One

KeipeI' 4

Khorne Herald 6 3 4 4 2 5 3 10 Jo

CHAOS DAEMONS
ws .s s T W I A Ld S., WS .S S T

Beast of Nurgle 3 0 4 5 2 2 06 10 Jo Seeker 4 0 3 3
4

Bloodletter 5 0 4 4 4 2 10 Jo SIaanesh Herald 5 3 3 3

TYRANIDS
W5 .S S T W A Ld S. Weapon Range S AP lYpe

Biovore 3 3 4 4 2 1 5 6+ Barbed strangler 36" 5-1 5 Assault l/large blast,

t pinning, Max 5tr 8

Carnifex 3 2 9 6 4 2 10 3+ • 5 1

5tt7
Gaunt 3 3 3 3 4 5 6+ Devourer 18- 5-1 Assault 2X,

Max 5tr 6

Hive Tyrant 5 3 5 6 4 S+ X. S~6

3 Spinefist ,,- 5 5 Assault X, Max Str 6

Lictor 6 0 6 4 2 Twin linked
•

Ripper Swarm 3 3 3 3 2 3 10 6+ "Ma.oimum Strength .. to c..n onIy~ gIimdng /lit!;~t VIi'hides

0 that are "'" open.topped.
5 indicates rhdl the 5rnongth of rile wNpOt1 is tile wne as the 5t1et>gth of tile model

Tyrant Guard 5 3 5 6 2 5 3 10 3+ firir>g it. This is SMleriines modified by a number ....Iten ne.ot Il> 5. iItIdIor ha~ •

4 2 10 maximum 'RIue.
X i'ldkateS that !/le "'U: of~ of file """"P"" is e<jwl ro !he AltiKb """" of rile

Zoanthrope 3 3 4 4 2 4 2 10 2+" model filing it (Ihis is wmeriines muIripIied by a number""'-tte<> n&t to X).

.. indkAteS a 6+ lrMJ/ntori>ble SMo.
Note: if a r~nid M<;Insrrous CrNfuR> fitf'S t\o(l identical~ ;r CO\lI'lIS '"

firir>g ..~ rwirH;nk<>d WNp<>"I.
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ELDAR
WEAPON

ws .5 5 T W I A ld Sv Range 5 AP Type

Autarch 6 6 3 3 3 6 3 10 3+" Avenger 18' 4 5 Assault 2
vatar 10 5 6 6 4 6 4 10 3+ shurik.en catapult

Dark Reaper 4 4 3 3 1 5 1 9 3+ Iancio " a 2Death_
S 4 Lance

Dire Avenger 4 4 3 3 5 9 4+ O-<annon* G24° X 2 Heavy " Blast
~ + " 6 2
Farseer 5 5 3 3 3 5 10 - Dragon's Template 5 4 Assault 1,. 3 3 breath flamer
Guardian 3 3 3 3 4 8 5+ 12" Assault 4
G -'3 3 3 8
Harlequin 5 4 3 3 6 2 9 Firepike 18' 8 1 Assault " Melta

4 3 3 1 9 4+ 4 5 Assault 1
Fusion gun 12' 8 1 Assault 1, Melta

Phoenix Lord 7 7 4 4 3 7 4 10 2+ 6" 8 1
PistDI _

Hawk's lalon 24' 5 5 Assault 3
Shadowseer 5 4 3 3 1 6 2 9 • 5

3 3(4) 1 5 9 3+ Laser lance 6' 6 4 Assault 1, Lance
Slriking 4 4 3 3 1 5 9 3+
SCorpion - 48" 8 3 Heavy 1

4 4 4+ - 48" 4 4 Heavy I, Blast.
Troupe Master 5 4 3 3 6 3 10 - Pinninn

Pflsm cannon· 60' 9 2 Heavy 1, Blast
Warp Spider 4 4 3 3 1 5 9 3+ (focussed)

4 5 6 , 0 3+ CilIII1OI1+ "
Wraithlord 4 4 10 8 3 4 2 10 3+
.. Indkares a 4+~ $;we. Pulse laser 48' 8 2 Heavy 2

+ " I,
VEHiClES Armour Reaper launcher 48' 5 3 Heavy 2

Front Side Rear .5 6 6
Falcon 12 12 10 3 Singing spear· 12' X 6 Assault 1

2 G48" 6 .8
Vype, 10 10 10 3 Shrieker cannon 24' 6 5 Assault 3, Pinning

2 CMII1OI1 24' 6 ~3

Shuriken catapult 12' 4 5 Assault 2

Armour 1 , 5 ""'"WS .5 5 front Side Rear I A Spinneret rifle 18" 6 1 Assault 1, Pinning

War Walker 3 3 5 10 10 10 4 2 .... Iancio 6 8 4 Assault 1 la
Starcannon 36" 6 2 Heavy 2

24' 5 Assault 6, Pinni
Tempest launcher G36" 4 3 Heavy 2, Blast- 12" 3 2 Assault 3

~Ask Dot the Eldar I question, for they ...i11 give Vibro cannon" 36" 4 Heavy 1, Pinning

you three terrifying 105...er5, III of whieh are true • 12"

Ind terrifying to kDO....~ • 11>ese \o\WpOtlS h.M! iIdditionaI~ see !he fldar W",?",~.
•• Moy fire eitIler pIwna Of krak missiles.

l'"'!.ioitor Czn.k
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DARK ELDAR
VEHiClES '"

ws BS S T W I A Ld S. Armour

""!>on 6 6 3 3 3 7 3 9 S+ Front Side Rear BS

• • ) 6 I Raider 10 10 10 •
Dracon S S 3 3 2 6 2 9 5. 11 10 •• 0 • ) ) 2 S rh
Haemonculus • • 3 4 2 4 2 8 S+ WEAPON

• 4 ) 3 1 6 1 8 S+ Range S AP lYpe
Hellion 4 • 3 3 1 6 2 8 5. Blaster ,," 8 2 lance, Assault 1
Succubus 2 lAnce, Heavy I
1n<u1HMaste< S 4 ) 6 2 9 3+ Destructor Template 4 [J£ Assault 1
Incubi 5 4 3 3 5 1 8 3. Disinttgrator-

ndt • 4 ) ) 5 1 8 S+ "'-m 36' 7 2 Heavy 1, Blast
Reaver 4 4 • • 6 1 8 4. 4' 4 3 Heavy 3

4 4 4 .. Shredder "" 6 Assault 1, Blast

cannon 24' 4 5 Assault 4
SCourge 4 4 3 3 5 1 8 5. Splinter pistol "" 3 5 Pistol

• • S 2 2." ) 5
_...

Talcs 5 3 7 7 3 • [J£ ni, 3. Stinger- • ,," ni, 6 Assault 1,

• 4 ) I ... Wounds on 2.
Warp Beast 4 0 4 3 5 3 3 6+ ••• rh • Blast

• • ) 6 I 8 6+ Talos sting ,." 4 5 Assault 6
Wych Archite 6 6 3 3 3 8 3 9 6+ ·MM,lftflVler .............. or-..d.

0.- S S ) ) 2 7 2 9 6+ ··.""""~rMallllSt.-ter_.. s .. '""9'!f'J r:.N.~_s-.
"'cw,o toll ID lilt If f.~ /tit 1Nl IJt'Iit _ ~ • .cn.r.g -.

Wy<h • • 3 3 1 6 2 8 6+ -, fI'IOdf;w if .... IA'dfr hJ/l SUWIgIh.-

Succubus -, mocifilr pe- rro:JtJ hit if more d>;wl one modlI is tW.
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ORKS
WEAPON

ws BS 5 T W I A Ld 5. Range 5 AP Type
'Ard Boy 4 2 3 4 1 2 2 7 4+ Big shoota 36" 5 5 Assault 3...
Burna Boy 4 2 3 4 2 2 7 6+

~ 3 4> Burna Template 4 5 Assault 1

Flash Gitz 4 2 4 4 2 3 3 7 4+ 03

GreIch" 2 1 Grot blasta 12" 3 Assault 1
Kommando 4 2 3 4 1 3 2 7 6+ •• 6 2
Loota • 2 3 • 1 So Kannon*

Meganob 4 2 4 4 3 2 3 7 2+ F,'9 36" 4 5 Heavy 1, Blast- • Shell 36" 8 3 Heavy 1
Nob 4 2 4 4 2 3 3 7 6+

• Blast
Painboy 4 2 4 4 2 3 3 7 6+ Kustom 24" 8 2 Heavy 1

Mega-Blasta Gets Hot!

Stormboy 4 2 3 4 2 2 7 6+ "
3 Rokkit launcha 24" 8 3 Assault 1

Warbiker* 4 2 3 4(5) 2 2 7 6+ 0;0" ._,
2 '"Weirdboy 4 2 4 4 2 3 3 7 6+ Shoota 18" 4 6 Assault 2

Assault,
VEHICLES 12" 4 6 Pistol

Armour ..
front Side Rear BS • S« Codex; O<ts for more details.

Battlewagon 14 12 10 2 •• Set' Codex: Orks for more deQils. Zzap guns do not roll 10 M.

Trukk 10 10 10 2 Tm dOl fund of Cork lod Mork. Ocy seDt me to rouse
up ch boyz to crush IDd kill 'cos dl hoyz forgot what
defe 'ere for.

Armour

WS BS 5 ,_ Side Rear I A r da profit of the Waugb 'ill whole 'lli'orlds burD ill my
Deft D<ead 2 5(10) 12 12 2 3 boot prints.-4 10

Killa 3 1 1 Ou..rghkull M.g UmI< Tlml.
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TAU EMPIRE

Devitfish Troop Carrier===~c:~~:
Piranha light Skimmer

VEHICLES

2+

2 8 2+

2

A Ld Sv

4 I I

T W I

I 3 5

3 3 5

WS BS 5

'<Oadside
Shas'ui
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NECRONS
VEHICLES Annour

WS BS S T W I A Ld Sv front Side Rear BS

flayed Ones 4 4 4 4 1 4 , '0 3. MoooIith '4 '4 '4 4

Necn>n 4 4 S 2 1 10 3+
llestI!>l!! WEAPON
Necron 4 4 4 5 , '0 3. Range S AP 1\'pe
Immortal Gauss blaster '4' 5 4 Assault 2, Gauss
Necn>n lDRI 4 4 S S 3 4 3 10 Goulscamon 36" 6 4 3. Gauss
Necroo Warrior 4 4 4 4 1 , , '0 3. Gauss fIayer '4' 4 5 Rapid Fire, Gauss
Necn>n_ 4 4 6 4 1 6 3 10 -" an: "" S 4 .-.,0&....
Pariahs 4 4 5 5 1 3 , '0 3+ wiIWI. I •

5ca<ab Swann Heavy 36' g , Heavy'
The Nightbringer 6 4 '0 8 5 4 5 10 . • Gauss cannoo

""" 24" • 3 I,
Tomb Spyders , , 6 6 , , 3 '0 3+ -.. .I'daI18i14.~SIw.. Staff of light '" 5 3 Assault 3
.. .I'Da",," iI 3.lrMl/nerol'l*~.

VICTORY POINTS
Sometimes a mission ends in a draw. whether rt be
on objectives. kill points. or other victory conditions
in missions of your own design. While most gamers
will be happy to know that on this occasion they
were equally matched. more competitive players
may like to have a 'tiebreaker' to determine which
side has done marginally better. Alternatively, you
might have inflicted 50 much damage on the enemy
army that you would like to be able to claim at
least a moral victoryl

This may also be useful in tournaments, where the
organisers need a better spread of results among the

players. so some finer degrees of victory may be useful.
To cover these situations, players may agree to calculate
victory points (VPs). VPs are gained by inflicting damage
on enemy units, as follows.

Units destroyed
At the end of the game f!\Iery unit that has been
destroyed is worth an amount of VPs equal to its points
cost (including the cost of all its extra wargear, vehicle
upgrades, etc). Units that end the game falling back or
off the battlefield count as destroyed.

For exiJmple, a 260 point Land Raider would be worth
260 VPs to the opponent if he managed to destroy it by
the end of the game.

Units at hatf strength
At the end of the game fNery enemy surviving unit that
has lost half of its initial models or more is worth an
amount of VPs equal to half its points cost [Including the
cost of all its extra wargear, vehicle upgrades, etc).
rounded down. In the case of units that start the game
as a single model (independent characters, monstrous
creatures, etc), they are worth half their points cost in
VPS if they have lost half or more of the Wounds on their
profile. In the case of vehicles, they are worth half their
points cost in VPS if they are suffering from the effects of
any Damaged result at the end of the game.

For exiJmple, a squad of Space Marines starts the game
at 10 models strong (costing 190 points) and ends the
game with only 5 models left. Such a squad is worth 95
VP5 to the opponent.

Moral victory?
Each player adds together all of the VPS he has scored by
damaging enemy units, then the two totals are
compared to find the difference in VPS. A difference of
less than 10% of the game's points limit (i.e. 150 VPs in
a 1,500 point battle) means you really were evenly
matched. A bigger difference would show that one side
has seriously maimed the enemy's force, evE'fl though it
failed to best them on objectives, and that player has at
least earned the bragging rights.
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QUICK REFERENCE SHEET

TURN SEQUENCE
, The MOVf'ment Phase

Z The Shooting Phase

3 The Assault Phase

SHOOTING SEQUENCE
1 Pick one of your units, ched; its

line of sight and choose a target

for it.

2 Check range.

1 Roll to hit.

4 Roll to wound.

S Tak.e saving throws.

6 Remove casualties.

DIFFICULT TERRAIN - EFFECTS ON MOVEMENT
Unit Slowed by Dangerous Terrain

Type difficult terrain7 test required?

Infantry Ye; No·...
Jetbikes No Only if move ru-rtsIends in the terrain- ....
Jump Infantry No Only if IT"IO'.'e stansIends in the terrain

'" • for
Beasts & Cavalry ye; No·

•
""'.... Skim""" No Only if move starts/ends in the terrain

""'"• l.o'lIl!SS ,."... is a!ll> Qregotr!l!d 1:5~

RESERVES TABLE
ASSAULT PHASE 1\,," Unrt arriYfl on

1 Move assaulting units 1 NI.
2 Defenders react 2 4+

3 Reso/II'e combats 3 3.
4 2.

5. Automatic

ROLL TO HIT (SHOOTING)
Firer's BS 1 2 3 4 5

Score needed to hit 6 5 4 3 2

MORALE CHECKS
A unit-.s • Morale chedc

If it takes 25% or more casualties

in a single phase (dose combat

casualties do not count) - test at

the end of the phase.

• If an enemy tank. performs a Tank

Shod: attack on them - test once

the tank. has moved into contact.

• If it is defeated in close combat in

the Assault phase - test once
combat results are estabHshed.
The unit's leadership is modified

by -1 for fNf!fY point their side has

lost the combat by.

COVER CHART
(over Type Save

Razor wire, Wire mesh 6+

• High Grass,Crops, 5.
Bushes, Hedges, Fenct5

• Units (frieods and enemies) 4+

Trenches, Gun pits, Tank traps,

Emplacements, sandbags,

Barricades. logs, Pipes, Crates,

Barrels, Hill crests. Woods,

Jungles, Wreckage, Crater.;,

Rubble, Rocks, Ruins, Walls,

Buildings, Wrecked vehicles

• FortifICation 3.

RESOLVING COMBATS
, Pick a combat.

2 FIght Close Combat. Engaged

models roI to hit and 10 wound

in Initiative order. Their opponents

take samg throws as required.

3 Determine Assault Results.

Total up wounds inflicted. The

side which inflicted the most

wounds overall in the combat is

the winner.

4 Loser Checks Morale. The loser

has to pass a Morale check or fall

back. If the loser passes the test,

go directly to Pile In.

S Sweeping Advances, Fall backs

aod COrtSOIidations. units falling
~ from dose combat must test

to see if they successfully break

off, if they fail they are destroyed.

The winners may then consolidate

their IXl'sition.

6 Pile In. If units are still locked in

close combat, then any models

not engaged are moved 6'

towards the enemy to continue

the fight next turn.

7 Pick another combat and

repeat until all combats have

""'" """""'.
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TO HIT CHART (Assault) TO WOUND CHART
Opponent's Weapon Skill Toughness

1 2 3 4 S 6 7 8 • ,. 1 2 3 4 5 6 7 8 • ,.
_ 1 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 1 4+ 5+ 6+ 6+ N N N N N N
::i :1
'"o 3 3+ 3+ 4+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 3 2+ 3+ 4+ 5+ 6+ 6+ N N N N

&..
~

3+ 3+ 2+ 3+~ 5 3+ 3+ 4+ 4+ 4+ 4+ 4+ 4+ 2+ 2+ 4+ 5+ 6+ 6+ N N
~. 2.,
~

t 7 3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+
-e. 3 3<' + 2+ A+
£! • 3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+
<1 + 2+ +

Weapon Type Moving and Firing

WEAPON TYPE SUMMARY
(not for vehicles)

Firing and Assaulting

•

May fire once in the Shooting phase and then assault the
same enemy unit in the Assault phase. Counts as an
additional weapon in close combat.

:17:t:"'=':IM~~~":.~~:.:'~ilArn~ruIoI~:::---l

Can move and fire once

to
Can move and fire normally.

Pistol

Assault May fire in the Shooting phase and then assault

[:::~:::~:::::~~==::the:sa:me:Zenemy unit in the assault phase.IIIIor CIanat_ - ......

NlA

flat Out

NlA

No We0pu015 1

NlA

_..-sa_.; J .forDllp5frMlg .....~.

'·2 Terrible ac(ident! The entire I,lnit is destroyed I

:"INr J DJ re It..., 1heuniI:~
::eIJt;r, ..... , 7 Sbidtclfllcult....M*hd

DEEP STRIKE MISHAP TABLE
D6 Effect

All WeaponsAll Weapons

S1 Delayed. The unit is placed back in 1'tieIVe. If the unit is

unludcy enough that the game ends while It is still in

reserve. it counts oiJS destroyed.

VEHICLES' MOVING & SHOOTING SUMMARY CHART
Stationary Combat Speed Cruising Speed

All (except fast & Walkers) All Weapons 1 Weapon* No Weapons

VEHICLE DAMAGE TABLE
D' Result Modifiers:, Crew - Shaken Glancing Hit -,- Hit by 'AP-' weapon -1, Damaged - Weapon Destroyed Hit by 'AP,' weapon .,
4 Target is opl'Il-lopped .1

5 Destroyed-Wred:ed

•-

Walker

'pJu,"dl'~_

Ir _
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INDEX
Access points, 66
AlICKatlng wounds, 39
Area telTain, 13
Annourpenetration, 60
Armour Piercing (AP), 21
Annour pieKing Wl!i1pons. 20
Armour S41ve (S...), 7, 20
Armour Value (AV), 56
Artillfl'y, SS
Assault pha~. 33

A<wuh J*- summwy. 33

Assioult reults" 41

Assaulting fnIfItiple -.ny uniU. 3"

~lting through CO'Ief, 36
Jl.sMu1ting~ 63
~Ib while falling ~-r;

Att«I<ing. 4'
Dedilre ~Its. ])
Defendets .uct. 34

Det«mine~ ,"'-'Its. 19

DiY'~ lItWUlb, 33
Fighting a dose rombIt, 34

Mo\I'l! awIUIting units" 34

Muhipko rombItJ. 4'

Number of ltuds, 31
Rolling To Hit, 17

Rolling To Wound, 38

Shooting into ;uw;l out of dow~t. 40
Assault weapons. 28
Attacks (A). 6

Ballistic Skill (BS), 6
Ballistic Skill of 6 or better, 18

Barrage. 32
Bases, 3
Battlefield, prepare the. 88
Beasts. 54
Bikes. 53
Blast. 30. 84
Buildings, 77, 78

Anaulb, 85
AttHking,79
Bujlding~ ",mou. (h.rt, 79
Defining. 77
Firing from, 79
Ottupylng. 79
PilO...peUlbattlements. 80

Casualties. 24, 39
Cavalry, 54
Characteristics, 6, 56

'.....
Characters. 47
Choose forces. 86
dose combat weapons, 42. SO, 73
ConsoIidation,4O
CounteNttadc. 7.
COver. 21, 62

eo.- m.r1,. 21
(over_21
Vehicle • WIIef. 6.2
Wrecks as WIle(, 62

Damage results. 61
Efft'CtS 011~ 61

Damage rolls. 61
Dangerous terrain. 1.
Dawn of Willr, 93
Death or glory!. 69

Oedare i1SsaUlts, 33
Dedicated transports, 67
Deep strike, 95

Deep strik~ mishap tabl~. 95
Defensive weapons, 58
Deploy fortes. 92
DiU!. 2
Disembarking, 67
Dreadnought close mmbat weapons,
73

Embarking, 66
Ending the game, 90
Eternal warrior, 74

fillll back!. 45
A1saulb whil!:' falling bad<. 46
Firing~ tailing bad<. 46
From do:l$e «IfTIbat. 4S

Morale while f..lling bad<. 46

fast vehicles. 70
feartess, 75
F1!eI no pain, 75
fire points, 66
fleet. 75
forte organisation, 86
Fon:e org..nisation chart. 87
Fon:e weapons, 50
Furious charge, 75

Gametum.9
Gets hot!. 31
Going to ground. 24
Grenades. 36. 63

Heavy weapons, 29
Hit and run, 75

Impassable buildings, 77, 78
Impa55ilble terrain. 14
Independent characters, 47, 67

A..aulb, 49

Joining and leaving units. 48

Movlrlg ind~pend~rlIch..riKt~rs, 47

Shooting. 49

Infiltrate, 75
Initiative (I), 6
Instant death, 26
Intervening models. 21
Invulnerable saves. 20

Jet paw, 52
Jetbikes,53
Jump infantry, 52

Lance, 32

leadership (LDI. 7
leidenhip tem. 8

Lightning daws, 42
Line of Wght. 16

Maximum range, 27
Measuring distances, 3, 56
MeIta,32
Mission, select ill, 90
Mission special rules. 94

Models. 3
Monstrous creatures, 51
Morale. 43, 63

Inwne ~roisml. 43

Modifier$, 43

Morale ched<J. 39. ·0

Morale while f"ling~ 46

vehicles end ..-ale, 6J

Mo" through cover, 75
Movement phase, 11

Different ItlClIIeffleflt d~1"nce. in a unit, 11
Mo6th in~ way. 11

~dinance. 11

McMng -.Id~ cornbn. 11
McMng through cSifficult te<r..in, 14

~_ment.S7

Multiple-wound models. 26

Night fighting, 95
Night vision/acute senses, 75
No retreatl, 44

Obscured tIIrgets. 62
Open·topped vfi'licIes. 70

Open-toppec!tr~>filicle., 711

Optionilll weapons, 58
Ordnance billTitge _pons, 58
OnInanU! we.aportS. 29. 58
Organising a battle, 86

Perils of the W.rp, 50
Pile-1nl, 40
Pinning, 31
Pistol wupons, 29
PItched battle, 92
P1i11yer turn, 9
Poinl5 limit. 86
Poinl5 values, 8
PobonI!!d weapons. 42
Power fisl5, 42
Power weapons, 42
Pmerred enemy, 75
Profiles, 7
Psychic shooting IttadtS, 50
Psykers.50

Rage. 76
Ramming, 69
Rapid fire weapons, 28
Re-rolls. 2
Regrouping, 46
Relentless, 76
Rending,l1
Rending weapons, 42
Reserves, M

ReIoe<WS table.. 94

RetinUl!!$,48
Roads, 57
RoU-offs, 2
Ruins, 77, 82

Copng with different heights. 82

M<wing within, 13

T~~ -.Id blMt _pcInl. 84
Run!,16
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Savi~ throws. 20
MOO'e tNn """ '\aY'e. 24
T~ingw_ 39

Scoring unit$;, 90
Scouts. 76
Seize the initiiltivel. 92
Shooti~ plwise. 15

(Md;; rMlgoe. 17
Diu;1\owed~"9- 15
firing while f~ling bad,. ~

Roll To Hit. 17
Roll To Wound. 19
SIlootlng lIt~ 60
Shooting into " out of ck»e comblot, 40

Shooting ~uence. 15
Skilled rider. 76
Vehicles shooting. 58

SklmlTlf!rs. 71
Slow and purposeful. 76
Smoke launchers, 62
Sniper, 31
Spearhead, 93
Special characters, 49
Squadrons. 64
Standan:l missions chart. 90
Stealth. 76
Strength. 27
StNngth IS). 6
Stubborn, 76
Swarms, 76
SWMpi~advances. 40

ROll OF HONOUR

Tank hunters. 76

Tanks. 68
Tri shodl. 68

Template. 29. 84
Terrain. 13

ArN t~.m. I)

Moving through diffICUlt t..-rain, 14

Types of. 13

Terrain effKt1, 57

Thunder hamlTlf!rs. 42
To Hit chart. 37

To Wound chart. 19, 38

Toughness m. 6
Multiple Toughnes~ v~ua. 19. 38

Transport vehicles. 66
Trllnsport Q1p.l1City. 66

Dedicated trllnJPOl"b, 67

Effects of damage, 67

Trapped.4S
Turbo-boosters. 76
Twin-linked. 31

Turn, the. 9

Game turn. 9

~tur... 9

Unique charilcten, 49
Unit~.12, lS2

Unit types, 4, 51
Unib, 3

Vehicles, S6
AsswItiog vehicle!" 6J

"".wring dilances to vehides. 56

Shooting at ¥thKIes, 60
Types. 6S

Units of YehKles -1qUlIdr..... 64

Vehides ..cl (OII'ef - obscured targett" 62

Vehides ..cl ..-ale, 63

Vehide characteristics" 56

Vehicle~ table. 6'

Venide facing~ armour values. 60

Vehicles movlng • shooting summary
mar1,,71

Venides shooti"9- 58

Wellpon1; a line of light, 58

Vulnerable to blasultemplates, 76

Walkers, 72

Ramming a walker, 13

Squadrons of walkers. 73

Weapon Skill (WS), 6

Weapons. 27
Type. 27

Wipeout!. 90

Witchblades. 42
Wounds (W), 6

Mvltiple-wound models. 26
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